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G rab your six shooter and strap on 
a pair of high top spurs, because 
the Lone Ranger rides again. Only this 
time hes gunnin’ for trouble on your 
NES™ Its the wild west adventure your 
trigger fingers been itchin’ for, with 
eight shoot ’em up stages that challenge 
you to rescue the President from the 
clutches of Butch Cavendish. Blast 
through ambushes. Search for treasure. 
And gunfight with varmints. Until you 
save the Head Honcho. Or get knocked 
off your high horse! 


You ask HOW? 
Pil tell you, 
Kemosabe! 

This in-depth guide 
screen leads you 
through 15 towns, 
four camps and 
numerous forts. 

To reach each location, you'll hop trains and ride 
your trusty horse Silver. Be sure to consult the 

map Tontos drawn for you, or else you'll be 
chasing misleading smoke signals. 
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LONE RANGER 


Different viewpoints help you through this 
multi-dimensional adventure. 

When exploring 3-D railroad cars and mining caves 
you can get into deep trouble. Luckily you have 

the option of pulling the Zapper® or Konami 
LaserScope™ from your holster to make the bad 
guys bite the bullet. The 2-D side views are tricky 
areas. Often you'll meet a stranger who willing to 
offer advice. Sometimes its free. Sometimes its 
mucho dinero. 
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An overview of 
your dilemma. 
The overhead screens are the orneriest of all. and the 
lead will really fly as you confront the west’ wildest 
gunfighters. You'll also rap with friendly townsfolk 
who think they have all the answers. Be careful not to 
let any stray bullets bounce off innocent schoolmarms. 
That'll cost you important clues and put you within 
necks length of the hangmans noose. 
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Ya gotta know when to 
hold ’em, know when 
to blast ’em. 

One of the many challenges 
confronting you is the high 
stakes poker hall, where the 
card you draw is as impor- 
tant as the gun. Here you 

can make a mint or lose 

your mask. 

When you need more bang ” planeta apr'g 
for your buck, visit the gun- 
smiths shop. Just remember, 
your credits no good here. 
So grab all the loot you can from defeated train 
robbers. That way you can afford those expensive 


silver bullets. 
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The Lone Ranger® is a registered trademark of Palladium Media Enterprises, 
Inc. LaserScope™ is a trademark of Konami Inc. Konami® is a registered 
trademark of Konami Co., Ltd. Zapper® Nintendo® and Nintendo 
Entertainment System® are registered trademarks of Nintendo of America 
Inc. ©1991 Konami Inc. All Rights Reserved. 
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The Sunsoft Blasterz™ Club is yo 
to the inside. Get o | year meg 
3 issues of the Sunsoft naw 
Crem, CA 90630 
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GIVE YOUR GAME BOY ATA 
OF COMBAT, CONTRA 


Ta 


Mmmmm, Operation C™ for Game Boy™ has all the brutal 
battle flavor of the NES hit Contra™ But here's the bite: this 
time its Scorpion alone versus Black Viper-Red Falcons partner 
in slime-who's turned a secret naval lab into an experimental 
alien freak factory. 

To blow away Black Viper’s pit of hideous genetic mishaps, 
you must blitz five merciless war zones including Mutant 
Mountain, Phlegm Forest and the dreaded Cave 'O the Crud Creatures. 
All infested with zombie snipers, bloodthirsty squid lice, savage 
spider moths, devastating techno-terrors and more. 

Of course, in true Contra style, you'll have to upgrade your arms 
as you go with Spread Guns, Fire Guns and the all new vermin-seeking 
Homing Gun. Three lives plus a Continue Mode may keep you going. 
But Black Viper's awfully ® 
hungry and you're going to 
make a tasty Blue Plate Special. GAMES 
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Ultra® and ULTRAGAMES® are registered trademarks of Ultra Software Corporation. Operation C™ 

is a trademark of Ultra Software Corporation. Contra™ is a trademark of Konami Inc. Nintendo, 

Game Boy and the Official Seals are trademarks of Nintendo of America Inc. © 1991 Ultra Software 
Corporation. All Rights Reserved. 
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Cover: The Little Mermaid, 
based on the popular Disney 
movie, is the first video game 
designed specifically for young 
girls. Turn to page 38 for a 
detailed review of this new NES 


title. 


Cover Art: The Little Mermaid, 
© The Walt Disney Company. 
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VG&CE’S GAME LINE 
Don’t get left out in the cold, become a 
video-game industry insider! Call 
VG&CE’s Games Line, (900) 45-GAMES, for 
all the hottest news, game tips or just to 
voice your opinions. 
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G.1. JOE PLAYER’S GUIDE, 
PART Il 


by Donn Nauvuert 
The Cobra organization is at it again, but 
no need to worry, our gaming master will 
help you succeed in this tough 
assignment. 
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SUPER FAMICOM PREVIEW, 
PART Ill 
by Andy Eddy 
Recently VG&CE’s editors paid a visit to 
Japan. Join us as we take a look at 
what’s coming up for the Super Famicom 
and probably for the Super NES too. 


80 


POWERMONGER 


PLAYER’S GUIDE 
by Clayton Walnum 
If your thirst for power hasn’t been 
quenched yet, let VG&CE show you how 
to become the ultimate megalomaniac. 
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ONE IS THE 


LONELIEST NUMBER 


by Bill Kunkel and Joyce Worley 
For the most part, multiplayer gaming 
has been restricted to coin-ops and video- 
game systems, while computer gamers 
dwell in a solitary environment. In this 
feature, we'll look at some of the 
software titles that have tried to 
transcend this barrier. 
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10 TIPS FOR 
SMARTER BUYING 
by Joyce Worley 
Feeling a little swamped by the amount of 
game software that’s out there? We'll help 
you choose the games you'll like the best. 
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VIDEO-GAME REVIEWS 
The Little Mermaid, Tale Spin, Star Control, 
Might & Magic II, Blockout, Rockin’ Kats, 
Batman, Hardball, Phantasy Star III and 
The Faery Tale Adventure. 
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COMPUTER-GAME REVIEWS 
RoboSport, RoboCop 2, Continuum, 
Lemmings, The Untouchables, Airstrike 
USA, Drakkhen, Terran Envoy and 
PowerMonger. 
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COMPUTER-GAME STRATEGIES 


by Frank Tetro, Jr., and 


John Schnyder 
VG&CE’s disk diagnosticians shed 
some light on Night Shift and show us 
how to rob our way to success in 
Railroad Tycoon. 
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sadors of 

VIDEOGAMES & COMPUTER 
ENTERTAINMENT, Donn Nauert and | 
recently visited Japan. We went 
there to take in some of the action 
that sets the tone for what electronic 
entertainment we’ll show on our 
shores, such as new Super Famicom 
games (see page 76). We also met 


with editors from various Japanese : 
video-game magazines in an effort : 


to form an alliance, to help 
VG&CE become even bet- 
ter. In turn, we'll keep our 
Japanese counterparts in 
touch with U.S. video- and 
computer-game develop- 
ments. This “partnership” 
will help us both be better 
informed, and thus better inform our 
respective readers. 

It was obvious to Donn and | that 
there were serious cultural and lan- 
guage differences between our 
countries, the latter being a real 
stumbling block for our travels at 
times. Standing in the train station 
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trying to determine the fare for our : 


intended location became a 15- 
minute ordeal of trying to match 
Japanese characters on our map 
with the ones on the wall. And even 
though we had a McDonalds just off 
our hotel—the Western life is never 
far away—it was still quite a chore to 
get the order just right. Repeating 
“Orange juice” louder and louder 
didn't seem to help bridge the gap 
much, take my word for it. 


However, the U.S. and Japan: 


aren't that different in our taste for 


electronic games. Mixing it up with ? 


R the editors. at 


Shogakukan, one 
of Japan's largest magazine publish- 
ers, in a five-way Bomberman match 
was a lot of fun to participate in and 
watch from the sidelines. 

As gamers will, we spent much of 
Our spare time in search of the local 
arcade. By then we were familiar 
with the local currency, but were still 
shocked at the price of 100 yen per 
game or approximately 75¢ U.S. 
From there we didn’t see 
| that many disparities; 
Street Fighter II, S.C.l. and 
even Pole Position || were 
among the machines, as 
well as some mah-jongg 
sit-downs. 

While Donn took on 
RaiDen, | dabbled with some of the 
games, but actually spent more time 
spectating and absorbing the sights. 
For instance, some of the Tetris play- 
ers were downright scary, maneu- 
vering blocks that were falling like 
rain into perfect position. 

Before we left for the evening, 
Donn got into a groove with RaiDen, 
to the enjoyment of a couple of the 
arcade residents, following one of 
the regulars who showed some 
tricks of his own. Donn must've 
learned something because he 
pulled some impossible saves out of 
his hat. Shaking my head in amaze- 
ment and admiration, | looked over 
wordlessly to another player who 
had the same look on his face, and 
we grinned. Suddenly, language 
wasn't much of a barrier anymore. 


—Andy Eddy, Executive Editor 
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What's your story? 
Take the Genesis Aptitude Test (G.A.T.) 
and find out. Write the answers to questions 8 through 
14* on your completed entry form, and send it in. Score 
high and you could win 3 Genesis titles from 
Electronic Arts just for being smart. 


*“If you didn’t take the first G.A.T. (questions 1-7) — 
no problem. It's never too late to become a Genius! 


GAT. QUESTION #9 


BLOCKOUT™ 
IS A BLAST-ACTION 
PUZZLE GAME WITH A UNIQUE 
3-D PERSPECTIVE AND: 


A. Nearly 750 combinations of 
blocks,and pit layers. 


B. 11 challenging, skill. levels. 

C. A centerfold from the Pork 
Farmers Journal. 

D. A “rep” for being addicting. 

E. All of the above except for.the 
picture of the pig. 


G.A.T. QUESTION #8 


AND THE NBA PLAYOFFS"® 


LAKERS 
VS. CELTR 


IS THE ONLY GAME WITH: Re 


A. 


B. 


C. 


D. 
E. 


Full-court fastbreak action 
featuring 10 hot NBA teams. 


Real NBA players slamming, 
jamming, and firing 3- bey! 
bombs. 

Half-time highlights, refs, and 
authentic player statistics. 

All of the above. 


LA. glamour geeks and Bostoain 
leprechauns going 5) von 5 oe 


GAT. QUESTION #12 


© IN PGA TOUR’ 


& 


ll HOCKEY © HOW CAN YOug 
GIVES YOU ALL THE FINISH IN THE MONEY 
FURIOUS ACTION, A. Use the unique 3D contour gric 
CRUNCHING SOUND, to “read” the greens. 


Let our pros help you master 
special shots—chip, punch, 


FLASHING BLADES, AND 
HARD-HITTING _ OF 


putt from the fringe and more. 
THE BEST PLAYERS . Play tough against 60 PGA 
IN THE WORLD TOUR pros, on real courses, in 
A. Hip checks real tournaments. 


B. Bounced checks. | 7 ; All of the above. 
C. Brooding Czechs. 
D. Rice Chex™. 


GAT. QUESTION #13 GAT. QUESTION #14 


ae iS © THE 
MIGHT&S = A 
@ pO ae { © ONLY THING i 
MAGIC’ YOUSAVETHE . «, By ™ . 
cea i i JOHN MADDEN FOOTBALL 
MYSTICAL LAND OF CRON , 
Toca ce re oT! ae WON'T GIVE YOU IS: 
FROMAGENTURY GE se : 
| Balen A. Over 100 pro-style plays from 
EVIL WHILE AA John's own playbook. 
A. Six different fantasy voles i B. The speed and power skills of 
band of heroic adventurers. real pro players. 
B. Yahtzee™ with nasty boys; ~ ae Gael 1 Chronic turf toe and nervous dry 
C. Dodgeball in traffic. ce heaves just before kickoff. 
D. Stairway to Heaven 326 times» “YS Ee et yt) Oe Dives, spins, tough tackles, 
on the accordion... > ee hs. Nie 


audibles, and penalties. 


A chance to win the “big 
show’ on Super Sunday 


THINK YOU'RE SMART das a 
GET REAL GAMES FRU tied ies 


SEND IN YOUR ANSWERS fs Ua\eoS a Ui ats 
BELOW TO Alig ey 
(OURAN: WIN. 


FAST FINISHER BONUS BE A GENESIS QUIZ WIZ: 


: : : a Just fill out this G.A.T. quiz and mail it. All G.A.T. quizzes with 100% 
Free Electronic Arts Road Kit to the first 29 G.A.T. finishers who sauiesencenliviaanvertewaser i lsecqaas te 
correctly answer all the questions. Earliest postmarks win. Electronic Arts, including these hot soon-to-be-released titles: 


(Road Kits hold 8 Genesis carts.) 


IMMORTAL'’’ —The dungeon combat adventure with full screen combat and 
so mjany ways to go: fried, scorched, bashed, chomped, 
spored, skewered, slimed. It's not when. It's how. 

ROAD RASH’ —A daring, no-holds-barred superbike road racing challenge. 
Knee-dragging danger. Anything goes—even the rules! 

KING'S —The conquest adventure game. Plays like an RPG. 

BOUNTY ™ Challenges like a strategy game. Lead and battle 
25 classic fantasy creatures. 

Your Answers 


#8___ #9___ #10___ #1l__ #12__ #B3__ #4__ 


Name 


Address 


Send completed G.A.T. Quiz to: 
G.A.T. Quiz, Electronic Arts, 1820 Gateway Drive, San Mateo, CA 94404-2497 


(Entry must be postmarked by 9/30/91, drawing will be held 10/18/91. Winner will be contacted 
by mail.) 


UIZ PART 1: 
#2. #617 #12 


| would like to be a Genesis game advisor to Electronic Arts. Give me a call sometime. 
is are trademarks of Sega Enterprises Ltd. Lakers vs. Celtics and the NBA 
Madden Football, Road Rash. The Immortal, and Centurion: Defender of 
marks of Electronic Arts. PGA TOUR is a registered trademark. NHL 
Hockey is a registered trademark of the Natonal Hockey League. Blockout, Might & 
bi King's Bony, Jes Ped an Swell Soin ae tdemats of Kan Et 
fcoued by Bocbonic At) and Ineasion Solar, lc. epectaly.Engloyns o ELECTRONIC ARTS* 
Bectronic Arts, their agencies or affiliated companies are not eligible. VGCE-6/91 
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WATCH FOR G.A.T. QUIZ PART 3 


for the answers to G.A.T. Quiz Part 2. 


ICED OVER HOCKEY REVIEW 

Dear VG&CE: 

| am writing to the unfair criticism 
of Wayne Gretzky Hockey II in your 
June 1991 issue (Computer Game 
Reviews). Let me make clear from 
the start that we have no trouble 
taking honest criticism. In the nearly 
three years that Wayne Gretzky 
Hockey has established itself as the 
predominant hockey program in the 
market, we have had countless 
reviews. This is the first time | felt it 
necessary to respond. That should 
tell you something. 

Although | could make numerous 
picky comments, let me concentrate 
on one or two of the more glaring 
examples of [reviewer Bill 
Kunkel’s] failed logic and lack of 
knowledge on the subject. Your 
reviewer starts off by using 
Gamestar and SporTime as his 
“classic” barometer by which to 
judge Gretzky's “action and strate- 
gy.” If the reviewer enjoys these 
kinds of hockey games, he is enti- 
tled to do so, but it is patently unfair 
to try and compare a program such 
as WGH, which is a serious attempt 
to create a real physical model of 
hockey, with mere “entertainments” 
that are little more than large play- 
ers who skate about rather aimlessly 
prior to dropping their gloves and 
fighting. This is an important differ- 
ence between true simulations and 
computer “games.” Quite often, 
reality is the stuff of which a 
novice’s ideal is not made. This is 
especially true of sports. After all, 
how many “armchair quarterbacks” 
can really play as well as they talk? | 
would be willing to venture that 
your reviewer may play hockey 
games, but does not know a great 
deal about the sport of ice hockey. 

Your reviewer also did not appre- 
ciate our “top down” view because 


10 


he (obviously) likes side view, large 
character animation (a la SporTime). 
Wayne Gretzky would obviously dis- 
agree. He speaks to this very issue 
in the WGH manual. Others who 
would disagree are the five NHL 
coaches that are using WGH to 
gauge player performances, the pro- 
fessional hockey reporters at the 
New York Daily News, Washington 
Post and ESPN, the professional 
hockey players such as Larry Mur- 
phy (Penguins), Marty McSorley 
(Kings), Mark Howe (Flyers) and 
numerous other players and 
coaches—the professionals of 
» the sport. What other comput- 
er “game” on the market today 
can make the claim that it is used 
professionally by the pros? The sim- 
ple answer: not one. The fact is that 
large players viewed from the side 
do not work well in real hockey. The 
puck moves too fast and is obscured 
by other foreground players over 
35% of the time. Large players 
shown from the top require that less 
than one third of the rink be shown 
at any one time. This is unaccept- 
able as the puck is cleared or moved 
onto the opposing zone over half the 
time it is in play. The required rink 
movement would keep you in a con- 
stant state of disorientation. As far 
as Our players “zipping around at 
high speed” and not caring for the 
game play, the players skate at 
exactly the right range of propor- 
tional speed for the size of the rink 
upon which they play. Unless you 
use the slow option to set them to 
play at slow speed, you just have to 
get used to playing real hockey at 
real hockey speed. 

The previous are but a few of the 


serious issues where we made a 
conscious decision not to sacrifice 
“art” for life. We felt the market was 
crowded enough already with 
“sports games” that were more like 
arcade battles than serous attempts 
to model their sport realistically. We 
wanted to create something that did 
justice to the grace, complexity and 
elegance of the sport that is really 
hockey. The professionals who play 
this sport and over a hundred thou- 
sand others think we have succeed- 
ed. | would submit that as the ulti- 
mate acid test of any product. So, 
while we realize true models are not 
everyone's cup of tea, we would 
invite your reviewer to sit down with 
us and let us teach him a little about 
ice hockey and demonstrate why” 
this game is already a classic. 
—Christopher Weaver 
President, Bethesda Softworks 
Rockville, Maryland 


Bill Kunkel responds: We are, of 
course, all entitled to our opinions, 
Christopher, and it is my experience 
that we rarely see the flaws in our 
own children. In rereading my 
review of WGH2, for example, | 
found it pithy, insightful and on-tar- 
get. So rather than banter opinions, 
let’s bring the discussion back to the 
world of facts: | do, in fact, have 
some small knowledge of hockey. | 
first attended N.Y. Ranger games at 
the old Madison Square Garden 
during the halcyon days of the early 
‘50s and have watched players like 
Lou Fontinato (who threw punches 
at the entire Maple Leaf team), 
Gump Worsley (a maskless, crewcut 


Letters to be considered for publication | 
should be addressed to Reader Mail, VG&CE, 
9171 Wilshire Bivd., Suite 300, Beverly Hills, 


CA 90210. Letters may be edited for style, 
clarity and space considerations. We regret 
that we cannot respond to all mail received. 
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Rocket missiles are the 
perfect weapon to blow 
up enemy choppers. 


Bazooka-toting mercs lurk 
in the deadly jungle brush. 


Voodoo and dru 
smugglers? Time to break 
their a .Punisher-style! 


2. Crime. The deh is convienn But now Jigsaw a his band of wn lords 
‘Se will be taught a lesson in justice — Punisher-style! 

There's nowhere for them to hide. Packing his M60 machine gun, nitro-charged 
grenades and reat seking rockets, The Punisher” will hunt them down from the urban New York jungle to the voodoo- 
infested wilds of South America... destroying everything evil in his sight! With Spider-Man® at his side, hundreds of 
enemies will be given the ULTIMATE PAYBACK! se 

Aaiain 


The Punisher © 1991 Marvel Entertainment Group Inc. All rights reserved. The Punisher and the likeness thereof are trademarks of Marvel Entertainment Group and are used with permission. All rights reserved. The Amazing Spider-Man® is produced under license from 
the Marvel Entertainment Group, Inc. © 1991 Marvel Entertainment Group, Inc. Nintendo*, Game Boy® and the official seals are trademarks of Nintendo of America Inc. Acclaim® is a registered trademark of Acclaim Entertainment, Inc. © 1991 Acclaim Entertainment Inc. 
All rights reserved. 
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and pug-ugly gladiator guarding his 
crease), Boom Boom Geoffrion, 
Rocket Richard, Guy Lafleur, the 
Esposito Brothers and, of course, 
Wayne Gretzky, who has dominated 
his era like no player ever has. | 
LOVE hockey. Any time you want to 
discuss the coaching virtues of 
Freddie Shero versus Scotty Bow- 
man, just give me a call. 

Since you are working under the 
notion that you are not creating 
“mere ‘entertainments’” or “com- 
puter ‘games,’” both of which you 
refer to disparagingly, we don't real- 
ly have any disagreement. As a sim- 
ulation, WGH2 is solid stuff or, as | 
said in my review: “The strategic 
innovations and multiple options 
are marvelous, but they must con- 
nect with a playable game for those 
values to be realized.” If | were 
reviewing WGH2 for “Sports Simu- 
lation Monthly,” a hypothetical pub- 
lication dealing extensively with 
producing realistic computer moa- 
els of team sports, | would have 
spent more time playing up its 
strengths. But in case you haven't 
noticed the name of this magazine, 
we don’t think “games” and “enter- 
tainment” are dirty words—and the 
fact is, as a hockey fan for over 
three decades and a scratch 
goalie much of my childhood, | 


found WGH2 almost totally ae 


unplayable as an action-strate- 
gy contest, and | simply said so. 
Moreover, this product is not being 
sold as a “strategic model” for use 
by NHL eggheads; it’s being sold as 
a computer hockey game. It doesn’t 
help the computerist struggling with 
his keyboard and going blind from 
trying to follow dot-sized players to 
know that pro hockey is using it to 
“gauge player performances.” 
Repackage it as a stat-replay game, 
and | would evaluate it quite highly. 
On the subject of top-down ver- 
sus three-quarters perspective: If 
top-down is so superior, why don’t 
television broadcasts make more 
than minimal use of it? Finally, if 
you were so proud of the game’s 
visual presentation, why didn’t you 
show it on the back of the box, 
where instead we saw two screen 
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shots, neither of which displayed 
that fabled top-down view? 


WANTS AN ARCADE FIGHT 

Dear VG&CE: 

I've played Final Fight in the 
arcades, and | think it was the best 
game there. | wanted to know where 
| could buy or order one and how 
much it would cost. 

I've also been thinking about 
ordering a Super Famicom and 
Final Fight. \'ve seen photos of the 
Super Famcom version of Final 
Fight. Although the graphics are 
quite spectacular, it’s still not 
enough for me, not to mention 
the Super Famicom’s version is , 
minus the two-player mode. 


Tarpon Springs, Florida 


If you can afford it, getting an 
arcade version of a game can be 
very enjoyable. It might be a good 
way to save quarters too—though a 
coin-op machine is a very expensive 
piggy bank. 

If you want to purchase an arcade 
game, the best choice is to go to 
your local arcade. Usually, the 
company that sells or leases 
arcade games to arcade owners 
'» puts a sticker with its name 

and address printed on it on 
the game machines. Otherwise, 
look in your area Yellow Pages 
under the heading “Amusement.” 

On your last point, while the 
Super Famicom version of Final 
Fight is nice, lots of people have 
said that the missing two-player 
mode is a big mistake for Capcom 
and that the game play and anima- 
tion are lacking in some spots of the 
SF version. 


TURBOCHIP OFF THE OLD CD 
Dear VG&CE: 
| have heard that NEC plans to 
release a new CD-ROM system Tur- 
boChip that will replace the existing 
card required to operate the Turbo- 
Grafx-CD Player. | understand that 


—Ben Ponce 


the new card will have an all new 
BIOS (basic input/output system) for 
communicating with the CD unit and 
an additional 192K of RAM that can 
be used as a buffer for games on 
CD. | already own a TurboGrafx-16 
CD and would like to know if and 
how | will be able to get one of the 
new TurboChip cards. Also, when is 
this new TurboChip likely to be 
available? 

Your magazine is excellent! 
Please keep up your coverage of 
NEC and TurboGrafx games. 

—John K. Edwards, Jr. 
Macon, Georgia 


In case you weren't aware, 
John, VG&CE has a sister mag- 
/% azine called TURBOPLAY, which 
is published bimonthly and 
covers nothing but TG-16 proda- 
ucts. If you are interested, turn to 
page 95 for a free sample issue and 
a subscription offer. 

Regarding the new TG-16 BIOS 
card, it has been in the works for 
some time, and the current date for 
release should be sometime in late 
1991 or early 1992. According to our 
sources, the first game to use the 
new features of the BIOS will be 
Loom, the popular computer game 
from Lucasfilm Games. Of course, 
this may change by the time the 
new system actually appears on 
store shelves. 


CORRECTION 


A few of our readers caught a 
mistake in our Super Famicom 
preview (VIDEOGAMES & ComPUTER 
ENTERTAINMENT, June 1991). In the 
chart of upcoming SF games for 
Japan, we listed the cartridge 
memory size under a column 
called “Megabytes.” Of course, 
the column should have read 
“Megabits.” 

Also, in our May 1991 “Sum- 
mer Computer Games Preview,” 
we erroneously stated that. Red 
Baron was a Brederbund game. It — 
was actually created by Dynamix 
and distributed by Sierra On-Line. 
Our apologies for any inconve- 
nience caused by these mistakes. 
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FRONTIER? Volume ie 


‘GATE WAY 


10. SAVAGE 


in a completely new 
AD&D’ computer 
fantasy role- 
playing J 
epic! : 


a 


A grand adventure 


is unfolding, in the’ 


mysterious Savage 
Frontier! Enter the foreboding 


lands of an area never before explored in 
a computer fantasy role-playing game: the 
Savage Frontier! Sail the Trackless Sea, 
conquer the heights of the Lost Peaks, 
brave the ruins of Ascore, quardian of the 
Great Desert, visit magical Silverymoon 
and much more! Your quest: halt the mur- 
derous conspiracy of dark invaders from 
afar. Success will be yours only if you can 
uncover ancient mystical items of power 
to destroy the malignant invasion! 


aVGA 
: COMPATIBLE! 
f AMIGA 


COMING SOON: 


y en 


B ‘ JLABLE! © 


7 TO ORDER: VISA/MC- 
call 1-800-245-4525 
(in USA & Canada).. 


BY MAIL- send check or 


money order to El nic 
i Arts, P.O. Box ost 0, San _ 
Mateo,CA 94403.” 
_ Toreceive §SI's complete 
oduct catalog, send $1.00 to: — 
75 Aimanor Ave., Suite 201, 
: apace | CA 94086. 
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Based on an enhanced version ofthe = | . 5 
award-winning game system used in Poot < 
oF RADIANCE, CURSE OF THE AZURE BoNbs and - 


SECRET OF THE SILVER BLADES, GATEWAY TO THE 
SAVAGE FRONTIER gives you the freedom to 
make the story happen the way you want | 
it to! Plus, an all-new wilderness style adds | 
new exploration and excitement to all of 
your outdoor adventure! 

How can you resist? 

The Savage Frontier awaits! 
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ADVANCED DUNGEONS 
& DKAGONS, AD&D, 
FORGOTTEN REALMS 
and the TSR logo are 

trademarks owned by 
and used under 

license from TSR 


inc. 1991 TSR, Inc. 
" ©4991 Stategic 
Simulations, Inc, 


TSR, Inc. — All rights reserved. 
MADE IN U.S.A. 


ven the. best 

player has trou- 

ble with a game 
now and again, but 
where can you turn for 
help? VioeoGames & Com- 
PUTER ENTERTAINMENT. has 
designed Tip Sheet to 
give you, the reader, 
answers to questions 
such as, “How do | 
defeat the end boss on 
this level?” or, “I’ve 
looked everywhere, but 
| can’t find the blue 
vase.” So if you’re hav- 
ing a problem on a 
game, write to us, and 
our group of experts will 
do everything they can 
to solve it. Send your 


letters to 


VG&CE, 

9171 Wilshire Blvd., 
Suite 300 
Beverly Hills, CA 
90210 
Attn: Tip Sheet 


In Fester’s Quest, how do you get 
the fourth life bar at the Addams 
House? Can you help? 

In Abadox, how do you beat the 
leader in Level 5-22 My friend says 
that there’s a stage select and 
invincibility. If so, can you tell me 
what they are? 

—David Tratton 
Panorama City, California 


To get the fourth life bar, you'll 
need to find the secret entrance to 
the Addams Mansion, which is 
located in the hedge along the 
house. 

| _ Here’s an invincibility code for 
Abadox: During the title screen, 
press A, A, U, B, B, D, A, Band 
$ 


We've had Double Dragon 
Ill for about a month, and 
we've conquered the game up 
2 ee EN to Mission 5. We get stuck on 
ere reeesarees Bey the witch that appears after the 
A toh Cheek ee eee three mummies. We’d like to 
know how to defeat her and 
what's after her. We'd 
appreciate any tips that you 
might have. 
: ._ —Robert Shaw 
1 Shelby, North Carolina 
BARE HANDS | 
In Acclaim’s Double Ill the most 


effective move inst lady master is 
the cyclone spin kick. 


| recently bought Double 
Dragon Ill, and | can’t pass the 
lady master at the end. She 
| throws fireballs along the floor, 
firebirds at me, turns into a firesnake when she disappears and pushes me up 


against the wall. Whenever | knock her down, she disappears and comes back 


as a snake right where I’m standing. How can | avoid her? The fact that | 


usually don’t have much energy left makes it that much more difficult. Can you 


please spare some codes or strategies? 
—Thai Trinh 
Rosemead, California 


She is pretty tough to get by, but if you can use Chin and Ranzou to get 
|| through the first parts of Mission 5, then you can have Billy and/or Jimmy at a 
|) higher strength when you face her. The most effective move to use on her is the 
| cyclone spin kick, and you have to hit her 25 times. To avoid her, move 
©) diagonally throughout the screen. It does take some time and patience. 


LINERS — 


© 1991, ELECTR@ BRAIN.CORP. ALL RIGHTS 
RESERVED. © 1999 TOEMANIMATION £0. LTD», 
ALL RIGHTS RESERVED CREATED, By. tow 
SYSTEM. GO! GO! TANK THE ELECTROWBRAIN 
LOGO AND ELECTRO (BRAINS CORP ARE 
TRADEMARKS OF ELECTRO BRAIN. CORP. GGI GO! 4. 

TANK'IS A TRADEMARK OF TOE! ANIMATION ©O te «fy 
LTD. NINTENDO, GAMEBOY, GAMELINK AND THE- 


NINTENDO OFFICIAL SEAL ARE TRADEMARKS OF 
NINTENDO OF AMERICA, INC 
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Fulfill your mission 

in helping the tank 

ach its goal. It’s 
stop scrambling 


ere 
vi a 


sine aa 
~~ 


ee 


gent 


Official : 


Help! On Ultima Exodus I’ve looked everywhere for the Mark ° Snake a 
Could you please tell me what cave and level I can find it in? Thank 


I’m having trouble with the FCI game Ultima Exodus for the NES. | don’t knov 
death and recall, even though | keep spending gold at the shrines. | know oe 
I've included the race and profession of my party. | have a Human Ranger, a Fu 

Druid and a Dwarf Cleric. Which of these people can have the spells, and 


P.S.—I’ve heard of a Time Lord, but don’t know if the people in the town wer 
true, where can | find him? One more thing: How do you use the Trans spell? 


Well, judging by the number of letters we've received over the last few wee her 
the number of Ultima Exodus problems—as well as Legend of Zelda, which we'll ge 

Okay, to answer the first question, the Mark of Snake can be found in the Cave of Sol on t 
level only. There’s only one of them, unlike the rest of the marks, which you an find in variou 
locations. Once on the eighth level, you'll need to work your way down to the bottom (southe 
the map. The Mark of Snake is located at what would be 6:30 or 7:00 on a w tch. 
directions once you've located the center of the level: The path to the mark h ot 
won't be able to use a torch or create magic. From the ladder in the center, move one s 
steps west (through the walls), two steps south, two steps east, two steps south, six steps we 
south and five steps east. : a ee 

Now to answer the second letter: The only two professions that can perform # 
Wizard (death) and the Cleric (recall). Of your party, the Fuzzy Wizard and tt 
perform the two spells. The Fuzzy Wizard will have CO 


have 
99 maximum magic points, and the Dwarf Cleric can [RW 37 = Wael 
have up to 75 points. Based on their raceand 
| profession, the Human Ranger can have 37 (half of — 
| the weaker magic ability) and the Bobit Druid can — 
| have 49 (half of both magic abilities). 
| After you spend the required amount of gold, walk 
___| around to allow your magic power to build up to the - 
__| highest level. If you have 75 or more magic points for 
| the Wizard or Cleric and still cannot get the death or 
| recall spells to appear, press SELECT when you have 
_| the magic spells up on the screen to scroll to the 
second part of the list. They should be there. 


\ a « “ oT 
—Swwew Por 


Snake in Ultima Exodus has a lot of wind, 
so you won't be able te use a torch or 


create magic, 8 8 = 


+ tel RES CBE: 


_ NORMAL MODE: ‘Challenge the computer! 


VS. MODE: “Go head-to-head with a friend 
and create an invincible “dream team’. 
of warriors, each with a specia 


This game pack for use with the Game Boy 
Compact Video Game System. 


(2) Toei Animation Co., Ltd. wen, §ACENSED BY 


TM & © BRONSON - TETSUQ HARA/SHUEISHA - FUJI TV - TOEL ANIMATION 1990 
a ANIMATION. SHOE System 1990 PRESENTED BY ELECTRO BRAIN CORP 

NINTENDO =. GAME BOY'™ THE NINTENDO OFFICIAL SEALS ARE TRADEMARKS 
OF NINTENDO OF AMERICA INC 
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BY THE TIME YOU GET THR 
YOU’ LL GET MARRIED, GRO 


Get a life. Actually, get multiple lives, and a couple of haul with this one. Phantasy Star III will take you hundreds 
wives, and some kids too. It’s up to you. Welcome to the world of hours to complete, if you're lucky. 
of Phantasy Star III, the new role-playing odyssey from Sega™ Besides, you can always buy the hint book. Which could 
that spans three generations of characters. It’s big, real big. come in handy with a game that unfolds into four different 
What do you expect? It’s from the same people who gave endings. Of course, finishing Phantasy Star III will take a lot 
you mind-benders like Phantasy Star II™ and Sword of more than a hint book. It'll take endless skill and intense 


T™ 


Vermilion." And take our word for it, you’re in for the long concentration. Not to mention a good chunk of your life. 


Genesis is far too graphic 
for tender young minds. 
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en 


COMPILED BY 
JOYCE WORLEY 


Super NES Debuts 

As expected, the Summer 
CES brought the introduction 
of Nintendo’s Super NES sys- 
tem. It is shown with the NES 
and Game Boy below. The 


Pictures courtesy of Nintendo of America Inc. 


system will retail for $199.95 
and will include the control 
deck, two eight-button con- 
trollers and Super 


Mario World, already pa) 


known to many as [.* 
Super Mario 4. batt 
On the software [; 
front, Nintendo also an- 
nounced that it would 
be releasing Pilotwings, 
F-Zero, Super Play Ac- 
tion Football, SimCity 
and Zelda Ill (late 1991). [ge 
These titles are among 
the 18 SNES titles that 
Nintendo says will be 
out by December 1991. 
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ZgDisney_ Announces 
Capcom Videocade 
Game Center 

In a media extravaganza 
held at the Anaheim Magic 
Kingdom on March 19, Dis- 
neyland President Jack 


Lindquist and Capcom U.S.A. 


President George 
Nakayama announced 
the opening of the 
Videocade game cen- 
ter. Celebrities on-hand 
included Macaulay 
Culkin, star of the box 
office hit Home Alone. 

The new game cen- 
ter presented by Cap- 
com U.S.A. will include 
30 video monitors con- 
nected to Nintendo En- 
tertainment Systems, 


featuring Ducktales, Chip ‘n’ 


Dale Rescue Rangers, Mickey 
Mousecapade, Disney’s Aa- 


——— 


ventures in the Magic King- 


dom and in early June, Tale — 


Spin. Gamers will be entitled 
to three full minutes of free 
game-playing. 

The Videocade game cen- 
ter is being presented as a spe- 
cial element in “Disney After- 
noon—Live at 
Disneyland,” and 
will remain in place 
through autumn. 


Atari Scraps 
Panther 
Video-Game 
Console 

A spokesperson 
for Atari has con- 
firmed that the Pan- 
ther project has 
been discontinued. 
The company 


spokesperson went on to say, 
that by terminating the Pan- 
ther, the company would be 
able to concentrate on other 
undertakings. 

A second company 
spokesperson has also con- 
firmed that Atari was currently 
working on “other projects.” 


Nintendo Settles 
Price-Fix Claims, 
Will issue 
$25 Million in 
Redemption 
Certificates 

The Federal Trade Com- 
mission (FTC) reached a set- 
tlement with Nintendo con- 
cernng the allegations made 
by New York, Maryland and 
other states that the company 
and its retailers set resale 
prices for the Nintendo Enter- 
tainment System. Although 
Nintendo denied violation of 
antitrust laws, it agreed to 
send out $5 instant-redemp- 
tion certificates to all owners 
listed in their data base in the 
participating states. The re- 
demption certificates are 
worth $25 million. Addition- 
ally, Nintendo agreed to pay 
$1.75 million in costs of ad- 
ministration to the states par- 
ticipating in the suit, plus $3 
million for those states to use 
in enforcing state antitrust 
laws. The agreement also pro- 
vides for other states and D.C. 
to join in the settlement. 

The redemption certificates 
are good toward the purchase 
of any NES video game that 
bears the Nintendo quality 
seal. The certificates will au- 
tomatically be sent to con- 
sumers who purchased Nin- 
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FOR YOUR BEST SHOT! 


PYTHON 3-08 135 
Precision performance 
PYTHON 1 - OS 130F eal  \ tor Sega GENESIS 
BioGrip-control and deluxe | . : | | ly f No _ \Gebit videogame 
digital response plus “ \ oe, systems. 
high-speed auto-fire 
and-dual triggers. 
Compatible 

with most video 
game systems.* 


APACHE - OS 131 
Fast action and 
BioGrip for 
maximum control. 
Compatible with 
Atari and 
Commodore 
game systems. 


MAVERICK - QS 128F 
8-direction, arcade-type 
control stick with two 
player select switch. 
Compatible with most 
video game systems.” 


FLIGHTGRIP - OS 129F 


STARFIGHTER - QS 127 High-speed auto-tire and 
Far and away the most versati@ remote 8-direction thumb-pads. 
controller, effective at 20 feet, compatible Compatible with most video 
with mostvideo game systems.* game systems.” 


INSIST-ON QUICKSHOT... 
~THE GENUINE PIECE 


os a by Bondwell 


A \ LD 
( 6 sO ord * i or 


\ a Available at most major department stores and computer dealers. 
*Sega, Atari, Commodore, MSX and Amstrad 
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tendo consoles between June 
1, 1988, and December 31, 
1990. To learn if your name is 
listed on the data base, call 
(800) 255-3700. 

Howard Lincoln, Nintendo 
vice-president, explained why 
the company made the settle- 
ment: “While we were em- 
phatic during negotiations and 
continue to insist that Nin- 
tendo had done nothing im- 
proper or in violation of the an- 
titrust laws, we decided to 
enter into this comprehensive 
and nationwide settlement in 
order to maintain the goodwill 
Our company enjoys with mil- 
lions of consumers who play 
Nintendo games.” 


American Video 
to Redeem 

Nintendo Coupons 

American Video Entertain- 
ment announced that they will 
accept the Nintendo instant- 
redemption coupons toward 
the purchase of any of their 
NES-compatible games. Con- 
sumers can redeem the 
coupons by calling the com- 
pany’s hotline. In addition, 
American Video will donate 
$1 for every coupon they re- 
deem to a special charity fund. 
The fund will be distributed 
to consumer and charitable 
organizations that champion 
education, support of the 
handicapped and consumer 
rights. Interested organizations 
should call American Video 
Entertainment's hotline, (800) 
HOT-4AVE. 

American Video will send 
the coupons they receive to 
Nintendo for cash redemption, 
and any money received from 
Nintendo will also be added 
to the charitable fund in a pro- 
gram the company calls 
“Coupons for Kids.” In addi- 
tion, the company will donate 
$6 for each game sold 
through their hotline at full 
price. 

“We had to protect con- 
sumers’ right to choose the 
games they want to play...” 
said William Welling, CEO of 
American Video. Richard 
Frick, the company’s presi- 
dent, continued, “We believe 
consumers are looking to us 
to fight for their right to 
choose, and we believe this 
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special program is one way 
we can reward them for their 
faith.” 


Lucasfilm 
introduces Computer 
Adventures, 
Video Games 

Lucasfilm unveiled two 
new computer adventures at 
the Summer Consumer Elec- 
tronic Show, both sequels to 
highly acclaimed programs. 
Indiana Jones and the Fate of 
Atlantis is the first computer 
game starring Indiana Jones 
that did not come from the 
movies. This all-new adven- 
ture finds Jones in a race with 
the Nazis to find the lost city 
of Atlantis, 
with a little 
help (and 
some hin- pages 
drance ase 
well) from his jie 
traveling com- j& 
panion, psy- fe 
chic/archaeol- 
ogist Sophia 
Hapgood. 

The Secret of Monkey Is- 
land Il revives villainous Evil 
Ghost Pirate LeChuck, then 
sets hero Guybrush Threep- 
wood on a quest for scattered 
map pieces and the secret that 
will permanently eliminate 
LeChuck. 

Lucasfilm also displayed 
the completed version of Star 
Wars, which is said to have 
the most advanced 8-bit 
graphics ever seen, and De- 
fenders of Dynatron City, both 
for play on Nintendo. Defend- 
ers features a team of comic 
superheroes fighting the man- 
ufacturers of Proto-Cola with 
such weapons as hammer 
head smash, slashing buzz- 
saw body, bombarding ba- 
nana bombs and even a 
heroic dog with an atomic 
powered bite. 


The Addams 
Family Gets 
CD-ROM Game 

NEC Technologies signed 
a licensing agreement with 
Paramount Pictures to produce 
a compact disc video game 
based on The Addams Family 
movie for play on the Turbo- 
Grafx-16. The game, to be de- 
veloped by Icom Simulations 


(Sherlock Holmes, Déja Vu), is 
expected to be completed in 
time for release in conjunction 
with the movie’s November 
debut. The storyline of the 


game will follow the film’s plot. 


The game will be developed 
using CD-ROM technology 
and will include digitized audio 
of actual human dialog and re- 
alistic game play. 

The movie will star Anjelica 
Houston, Raul Julia and 
Christopher Lloyd, and its spe- 
cific plot has not yet been an- 
nounced. 


Wizardry 
Gets Hints 

Sir-Tech announced release 
of the Bane 
of the Cos- 
mic Forge 
Hint Guide. 
According 
to Robert 
Sirotek, Sir- 
Tech's vice- 
president, 
the guide 
was pro- 
duced to satisfy gamers’ re- 
quests. “We felt that the hint 
guide would enhance their 
game play,” Sirotek explained. 
“Although our hotline is op- 
erated seven days a week and 
has been taking over 200 calls 
a day, many gamers said they 
would prefer to have a guide 
available for those midnight 
emergencies.” 

The guide contains maps, 
hints and answers to the 
games puzzles. It’s available 
direct from Sir-Tech for $5 plus 
$1.50 shipping. 


An Old Favorite 
Gets a New Look 
Sierra’s first 3-D adventure 

game King’s Quest | (Amiga 
version) is back sporting a face 
lift. Text, background and an- 
imation have all been up- 
graded, along with a new, fully 
orchestrated soundtrack. The 
SCI (Sierra Creative Interpreter) 
format, available only since 
King’s Quest IV, has also been 
added for enhanced use of text 
parser and mouse. 

“We decided to upgrade 
some Sierra classics to the 
newer standards in graphics 
and sound. Starting with 
King’s Quest | was a natural 


since it launched the best- 
selling adventure game se- 
ries of all time, which has 
sold well over 1 million 


units.” said Sierra CEO, Ken 


Williams. 

The Amiga version of 
King’s Quest | requires one 
meg of memory and sells for 
$59.95. 


Koei Ends Contest; 
Sneak-Peeks 
New Games 

Koei Corporation an- 
nounced the grand-prize win- 
ner in the “How Well Do You 
Know Your History? Contest.” 
Terry Barkley from Mt. Pleas- 
ant, Michigan, received a Sony 
Handicam, and 200 other win- 
ners received either T-shirts or 
software. 

The company gave a sneak 
peek to VG&CE of the NES ti- 
tles planned for winter release. 
Romance of the Three King- 
doms II casts the gamer as a 
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CHIPS & BITS eCALL 802-767-3033 


SEGA GENESIS 
GENESIS System $179 
Arcade Power Stick $43 
Control Pad $20 


GENESIS ROLE PLAYING 
Dando 
Faery Tale Adventure 


Fatal Labyrinth $36 
King's Bounty $36 
Might & Magic 2 $59 
Phantasy Star 2 or 3 $59 
Super Hydlide $47 
Sword of Vermillion $59 
GENESIS ADVENTURE 
Alex Kidd Castle $35 
Alien Storm $42 
Arcus Odyessy $56 
Atomic Robo Kid $49 
Batman $42 
Bean Ball Benny $42 
Bimini Run $42 
Crack Down $44 
Dark Castle $46 
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This 8 Meg shooter is awesome, 
with loads of powerups, full screen 
bosses, 7 levels and great music. 


GAIARES $56] Super Thunder Blade STAR CONTROL $56 
Dick Tracy Task Force Harrier Ex Dinoland 
E-SWAT $42 Thunder Force 2 $37 Hard Driving $47 
Fantasia $42 Thunder Force 3 $49 Paperboy $39 
Final Zone $44 Truxton $37 Road Rash $46 
Gain Ground $42 Ez we Super Hang On $37 
Ghostbusters $42 jd & Super Monaco GP 
Ghouls 'N Ghosts $48 TG16 HARDWARE 
Golden Axe $52 Fix ~| TurboExpress $299 
Grenada $44 -| Turbo AC Adaptor 
James Pond $39 m1 Turbo Car Adaptor $29 
Mickey Mouse $42 we} TurboGrafx 16 $99 } 
Mystic Defender $48 Ee era +] TurboGrafx CD Player 
Onslaught $43 Fak eee peed 4 TurboBooster $32 
Rambo 3 $45 } +3 ss an Qf9 A TurboBooster Plus $46 
Rastan Saga 2 $42 eee a ieaee TurboCable $ 9 
Revenge of Shinobi sea jee Wee fe MES GOD) =p Pad $19 
graphics, good control, music, & 
Shadow Blasters $44 cinema displays. TurboStick $38 
Shadow Dancer $42 VALLIS 3 $56 TurboTap $19 
Sonic the Hedgehog $49 . TurboVision $90 
Spiderman ¢45 Whip Rush $34 TG16 STRATEGY 
Stormlord ¢4g Wings of Wor $46 Bomberman $39 
Strider $56 _ | GENESIS STRATEGY Boxyboy $37 
. - - Berlin Wall $39 . 
Blockout $39 
Centurion:Defender of Rome $42 
Columns $29 
Herzog Zwei $39 
Ishido $43 
a Junction $38 
f Klax $44 
Ms Pac Man $35 
ba mae PODUIOUS $42 
65 $33 MAGIC. Shove It $37 = 
The best roleplaying game yet, 14] Star Control $56 |Free the imprisoned fairy folk 
towns, 14 dungeons, 30 spells, 12} Warrior of Rome $59 |before they are obliterated by an 
weapons, & 20 special items. Zoom $30 evil queen. 
SWORD OF VERMILLION GENESIS KICK & PUNCH STORMLORD 
Swamp Thing DJ Boy $49 Chew Man Fu 
Sword of Sodan $42 Kageki $54 Drop Off $39 
Target Earth $47 Last Battle $37 KLAX $43 
Techno Cop $47 Moonwalker $42 King of Casino $40 
Vallis 3 $56 Pit Fighter $49 Military Madness $47 
Wardner $46 Slaughter Sport $46 Timeball $40 


A} Fire Shark 


1 Gaiares 


Raiden Trad 


GENESIS SHOOTERS 
After Burner 2 $42 
Air Buster $43 
Arrow Flash $44 
Battle Squadron $42 
Burning Force 


$29 


This is the best Baseball game yet 
for GENESIS. The best graphics 
and the best game pally. 
HARDBALL 

Crossfire 

Death Duel 

Dynamite Duke 
Elemental Master 


Forgotten World 


Hellfire 
Insector X 
Musha 
Phelios 


Road Blasters 
Sagaia 

Space Harrier 2 
Space Invaders 


. Glory Device 


GENESIS SPORTS 
Arnold Palmer Golf $46 
Budokan $46 
Buster Douglas Boxng $42 
Cyberball $42 
Hardball $46 
™ Jesse The Body Ventura $46 


Joe Montana Football $42 
John Madden Football $42 
Lakers vs Celtics $42 
NHL Hockey $46 
Pat Riley Basketball $42 
PGA Tour Golf $49 
Powerball $45 
RBI 3 $49 
Super Volleyball $35 
Soccer $35 
Tommy Lasorda Baseball $52 
Zany Golf $24 
GENESIS SIMULATION 
688 Attack Sub $59 
Abrams Battle Tank $49 
Air Diver $44 


Mieendokus 
Energy Di 


“Ee 
= KE Paws 


geal Sonic Spike 


This 12 Meg space game offers a 
3D star map, multiple ship types, 
inertia, gravity, and great graphics. 


$42 = 


TG16 SHOOTERS 
Aero Blasters $49 
Blazing Lazers $37 
Cyber Core $47 
Deep Blue $29 


Dragon Spirit 


=) mi 


Complete control over realistic 
players, over 100 plays, 17 teams, 
audibles, weather, Zoom windows. 
MADDEN FOOTBALL 


Fantasy Zone 

Galaga '90 

Ordyne 

Psychosis 

R -Type 

Space Harrier 

Super Star Soldier 
TG16 SPORTS 

Battle Royal 

Jack Nicklaus Golf 

Power Golf 


Super Volleyball 
Takin’ It to the Hoop 
TV Sports Football 
World Class Baseball 
World Court Tennis 
TG16 ROLEPLAYING 


Double Dungeons $47 
Dungeon Explorer $36 


Neutopia 


$25 4 


$289 [oem 


Two player war Simu T 
multiple weapon types, past, 
present, and future. 


GAIN GROUND $42 
TG16 ADVENTURE 
Bonk's Adventure tor 2 $42 
Bravoman $47 
Cratermaze $29 
Dragon's Curse $39 
JJ and Jeff $29 

Legendary Axe 1 

Legendary Axe 2 $41 

Ninja Spirit 

Pac - Land 

Splatter House 

Tactical Gladiator $47 

Talespin 

Tiger Road $47 
TG16 KICK & PUNCH 

China Warrior $29 

Vigilante $36 

TG16 SIMULATION 

Alien Crush $19 

Bloody Wolf $49 

Devil's Crush $47 

Final Lap Twin $19 

Moto Roader $37 

Victory Run $19 


$39 ee 
$49 fee 
$19 ey 


ee 


TG16 CD GAMES 
Fighting Street $47 
Final Zone 2 $47 
lt Came from Desert $47 
Jack Nicklaus Golf $44 
JB Harold $47 
Last Alert $47 
Magical Dinosaurs $47 
Monster Lair $47 
Sherlock Holmes $47 
Vallis 2 $47 
Yo Bro $47 
Y's Book | & Il $47 

GAME GEAR 
Game Gear $149 
TV Tuner $89 
AC Adapter $12 
Battery Pack $49 
Car Adapter $27 
Carrying Case $15 
Deluxe Carrying Case $25 
Gear to Gear Cable $ 11 
Dragon Crystal $29 


« mencnescaends an ip 


El ee  eeek at die 
z#*7ae @ . 


7 


Real teams & real palyers who 


make real moves. 5 on 5 play. 
Shoot, pass, make substitutions. 
LAKERS VS CELTICS $42 
G-LOC 
Golden Axe $39 
Golf $29 
Joe Montana Football $29 
Leader Board Golf $29 
ma Mickey Mouse $29 
Psychic World $29 
Revenge of Drancon $29 
Shinobi $29 
Super Monaco GP $29 
MASTER SYSTEM 
Master System II $59 
Control Pad $14 
Aerial Assault $34 
Alex Kidd Shinobi World $34 
Buster Douglas Boxing $29 
Golden Axe $34 
Golden Axe Warrior $34 
Ghouls & Ghosts $34 
Joe Montana $29 
Mickey Mouse $34 
Moonwalker $29 


This 8 Meg adventure scrolls in 4 
directions. Climb, jump, slash & 
swing through awesome graphics. 
STRIDER 


Paperboy 


Pat Riley Basketball $29 
Phantasy Star $39 
Psycho Fox $34 
Slap Shot $34 
Super Monaco GP $34 


ee 
Most items shipped same day. Cartridge Shipping UPS Ground $3.5 / Order: PO Box, APO, FPO $4/ Order: 2 Business Day Air $5 / Order: Air Mail to Europe $12 Minimum 
Air Mail to Canada $6 / Order: HI, AK, PR Surface $6 / Order: HI, AK ,PR 2 Day $10/ Order: Call for hardware shipping rates. 
Advertised prices are for new cartridges. Used software traded at $25 to $40 less than new price. No cash paid, store credit only. Used software sold at $10 to $25 less than new price. 
Shipping times not guaranteed. No returns accepted. Nothing is cast in stone. Everything is subject to change. 
Visa & MC accepted. CODs $4. Personal checks held 4 weeks. Money Orders treated as cash. 


Chips & Bits Inc PO Box 234 Rochester VT 05767 » CALL 802-767-3033 
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general at the end of the sec- 
ond Han Dynasty of China. It’s 
said to have better graphics 
and more detailed scenarios 
than the first Romance and 
has improved tactical and 
strategic options. It should be 
available in August. 

The company looked to 
Western history for the next 
two war games. L’Empereur 
puts the player in Napoleon’s 
life, to relive his rise to power 
through battles across 18th- 
century Europe. Uncharted 
Waters lets the player sail for 
Spain and Portugal in a re-cre- 
ation of ocean explorations. 
The game combines elements 
of role-playing with strategy 
in a simulation of the best (and 
worst) of sea voyages during 
the 16th century. 


Jaleco Sweeps 
Give Cash, Trips 
to Winners 
Jaleco's “Batter Up Sweep- 
stakes” (for promotion of their 
Bases Loaded Il: Second Sea- 
son video game) drew over 
5,000 entries. Mark Schneider 
of Racine, Wisconsin, was the 
lucky winner of a personalized 
baseball bat and a trip for two 


to the Louisville Slugger base- 
ball bat factory in Louisville, 
Kentucky. Other winners re- 
ceived bats, batting gloves and 
T-shirts. 

The company’s Astyanax 
“Cash in Hand” Sweepstakes 
drew 170,000+ entries, and the 
$5,000 grand prize went to 
Tammie Steadman of Bay- 
town, Texas. Five additional 
winners received awards of 
$1,000 each. 


Carmen to Go 
Where We've All 
Been Before 

The latest chapter of the 
Carmen Sandiego crime story 
will take sleuths deep into 
American history as they try 
to locate Carmen and her 
gang members. Where in 
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America’s Past Is Car- 


men Sandiego? 


stretches over 1,000 


years of American his- 


tory, placing heavy em- 
phasis on American 
culture and regional 
history. 

Like the preceding fj 
Carmen Sandiego 
games, the program 
comes packaged with a special 
reference book. What Hap- 
pened When is a 1,300-page 
encyclopedia of America’s past 
that covers an omnibus of sub- 
jects, including: science, art, 
music, theater, philosophy, 
sports, fashion, folkways, re- 
ligion and politics. 

The six-disk game features 
45 possible destinations and 
nine historical time periods. 
VGA location graphics in 32 
colors, artwork ranging from 
paintings to photographs and 
background music should 
make this Carmen, the fifth in 
the series, the most entertain- 
ing to date. 


Desert Storm 
is CD ROM 

Time magazine started a 
new chapter in its publishing 
history with its first multime- 
dia magazine on CD-ROM. A 
joint venture between Time 
magazine and Warner New 
Media, a subsidiary of Time 
Warner, Inc., resulted in 
Desert Storm: The First Draft 
of History, a week-by-week 
look at the war. The CD-ROM 
disk contains the equivalent 
of over 6,000 pages of infor- 
mation. 

The disk contains dis- 
patches from TIME corre- 
spondents, pool reports, 
audio recordings and hun- 
dreds of photographs. The 
user can follow the evolution 
of the war week by week 
through correspondents’ re- 
ports and files, profiles of 
Saddam Hussein and other 
personalities, maps, photos, 
weapons glossary, audio in- 
terviews and analyses and a 
complete time line. 

Stan Cornyn, president of 
Warner New Media, was un- 
derstandably proud of the 
new, innovative product. 
“We've tried to bring the im- 
mediacy of Time magazine to 


TIME Magazine Stories 


electronic publishing. That 
means layers of depth beyond 
the one-time experience of 
news. We hope this ‘first draft 
of history’ will present the 
news as never before.” 
Desert Storm: The First 
Draft of History is designed to 
be used with a Macintosh 
computer and CD-ROM disk 
drive and retails for $39.99 in 
computer-software stores. 


Grand Canyon 
on Disk 

Now armchair travelers 
can visit the Grand Canyon 
without ever leaving home. 
Fly the Grand Canyon, from 
Hyacinth (Norcross, Georgia), 
couples a flight simulator with 
stereo 3-D graphics to pro- 
duce a tour of the 1800- 
square-mile canyon. The 
database uses 3-million points 
of topographical data with a 
horizontal resolution of 100 
feet and a vertical resolution 
of 25 feet. 

Flyers pilot the plane 
through the rugged terrain 
using keyboard or joystick 
control. A pause mode pro- 
duces a full resolution image 
(though not a photographic 
rendering). 

Fly the Grand Canyon re- 
quires an IBM PC-AT or its 
compatible with 512K of 
memory, a VGA or EGA with 
256K display memory and a 
hard disk. 

Fred Tuck, the designer, has 
several additional data banks 
for future computer tours. Al- 
though it’s too early to predict 
the next Hyacinth subject, it 
seems likely that it will be an- 


other national park in the 
American West. 


IBM’s Not 
“Blue” Anymore 

IBM lost the first round in 
its fight for exclusive use of 
the nickname “Big Blue.” 
Seems the company didn’t get 
around to registering the nick- 
name with the Patent and 
Trademark Office until a cou- 
ple of years ago, when they 
found that the moniker was 
already in use by Big Blue 
Products of Northport, New 
York. The federal Trademark 
Trial and Appeal Board re- 
fused to cede the title to IBM, 
pending a trial. 

IBM got the nickname from 
journalists in the 1960s for the 
color of its large mainframe, 
but until recently the company 
avoided use of “Big Blue” in 
its advertisements. 


EA Shows Super 
NES Games 

Electronic Arts announced 
three 16-bit video-game titles 
for play on the 16-bit Super 
NES. John Madden Football, 
PGA Tour Golf and Lakers Vs. 
Celtics in the NBA Playoffs will 
debut in their new formats 
later this year. 

All three sports titles were 
previously released in the 16- 
bit format for play on IBM 
computers and Sega Genesis 
video games. These versions 
are said to have improve- 
ments that take advantage of 
the new NES format. 


California 
Dreams 
of Politics 
The latest title from Cali- 
fornia Dreams is a thought- 


wee f+ -+-+-++ 


provoking look at Poland’s 
politics. According to com- 
pany spokesmen, it’s an en- 
tertaining experience in na- 
tional and world politics for 
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‘VideoGames & Computer Entertainment's 


AS 


ADVENTURE. 
AND WIN 


OFFICIAL TRIVIA RULES 
This trivia game is a game of skill that requires knowledge of computer and video games. This trivia quiz is active 24 hours every day—seven days a week. This offer is void in any state where prizes are prohibited by 
law. Persons under 18 years of age must get parents’ permission prior to calling the 900 number within the United States. Any agents, officers, employees or family members of National Telemedia or Almarc Productions 
are not eligible. The purchase from National Telemedia is not required to participate in this trivia quiz. All federal, state and local laws apply. All tax liabilities are the sole responsibility of winners. Winners will be limited to two 
per household per month. Players waive any and all rights or claims for the quiz if a question or answer is ambiguous. This offer may be canceled at any time without prior notification. By playing this trivia quiz, all callers agree 
to the rules and regulations contained herein and wil be bound by same. Decisions of National Telemedia are final. National Telemedia and Almarc Productions are not responsible for any problems that arise from telephone 
connections or operating failures in connection with participation in this trivia quiz. A list of winners may be obtained each month by sending a self-addressed stamped envelope to National Telemedia/VG&CE Trivia Quiz, 20740 
Roscoe Bivd., Canoga Park, CA 91306. 


history students and role- 
players. 

Solidarity puts the gamer 
into Poland’s workers’ union 
in a struggle to lead Poland to 
freedom. Real-life obstacles, 
such as Soviet military might 
and economic pressures, 
make takeover a painstaking 
affair through Poland’s seven 
regions as the player sets up 
demonstrations and strikes 
and directs activists. The game 
will be available this autumn 
for play on IBM, Amiga and 
Macintosh computers. 

California Dreams has 
shipped Street Rod 2, a sequel 
to their earlier contest. The ex- 
panded construction set/racing 
game gives players 25 cars 
and 60 spare parts, including 
under the hood parts, tires and 
custom paint jobs. 


Spectrum HoloByte 
Announces Sweeps 
Winners 

Winners of the “Drive It! Fly 
It! Play It! Win It! Sweep- 
stakes” were announced. The 
three contests each had grand 
prizes of dream 
trips, in support of 
Spectrum HoloByte's 
driving and flight 
simulations and 
the Russian “Tris” | 
series. 

Dave Butler 
(West Covina, Cal- 
ifornia), who won 
the Stunt Driver 
sweeps, will attend 
the Jim Russell 
School of Racing at 
the Laguna Seca 


Raceway in Monterey, Califor- 
nia. He and his wife will spend 
seven days in Monterey. 
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Randy Bradshaw (Colum- 
bia, Maryland) will attend Air 
Combat USA School in Fuller- 


ton, California, where he'll fly | 

a Marchetti fighter bomber, | | 
learn how to fly in close for- |. 
mation and even perform a 


little bit of one-on-one dog- 
fighting. 

Jeff Abbott (San Diego, Cal- 
ifornia) and his fiancée will 
take a ten-day tour of the So- 
viet Union, where they'll visit 
Kiev, Leningrad and Moscow, 
in honor of the Soviet software 
games Tetris, Welltris and 
Faces... Tris Ill. | 


New Distribution 
Deals 
Acclaim and Mirrorsoft 
reached an agreement 
whereby Mirrorsoft will dis- 
tribute Acclaim and LUN soft- 
ware in Europe and Australa- 


sia. “We are extremely 


excited about our agreement 
with Mirrorsoft because it 
connects us with one of the 


most prominent and presti- | 


gious publishing forces in Eu- 
rope,” commented Gregory 


Acclaim’s 
chairman. 
Sir-Tech 
signed a dis- 
# tribution 
"| agreement 
with Rush- 
ware of Dus- 
| seldorf, Ger- 
Bmany. 
| Among other 
| agreements, 
Rush will be 
the exclusive 
European distributor of the 
German translation of Wiz- 
ardry—Bane of the Cosmic 
Forge. “Rushware is clearly a 
key player for us,” said Robert 


Sirotek, vice-president of Sir- 


Tech. “We are pleased to be 
associated with such a fine 
company. 


Top Coin-Ops of 
April 1991 
Figures courtesy of RePlay 
magazine are based on an 
earnings-opinion poll of op- 
erators. 


Best Upright Videos 
1. Race Drivin’ by Atari 
2. GP Rider by Sega 


Fischbach, 


. Laser Ghost by Sega 
. Space Gun by Taito 

. G-Loc by Sega , 

. Hard Drivin’ by Atari 
. Pit-Fighter by Atari 

. Rampart by Atari 

. Galaxy Force by Sega 
. Final Lap by Atari 


SPOONDNEW ~~ 


Best Coin-Op Software 


1. High Impact by Williams | 6 
2. Street Fighterby Capcom | — 


3. Growl by Taito 
4. Sengokeiby SNK | 
5. Final Fight by Capcom 


6. Blood Bros. by co J 


7. Cyberlip by SNK 

8. Raiden by Fabtek — 

9. Ninja Combat by SNK 
10. Ghost Pilot by SNK 


_ Best New Videos © 
1. Mad Dog McCree by 
_ American Laser Games 
_ 2. F-15 by MicroProse 

3. Cisco Heat by Jaleco 


Top 10 IBM PC 
Video Games for 
March 1991 

The Software Publishers 
Association released their hit 
list for March, showing the top 


IBM PC computer games and 
video games, based on anal- | 
ysis of sales by leading retail- | 


ers Babbages, CompUSA (for- 


merly Softwarehouse), 
Waldensoft and Electronics | 


Boutique. : 
Strategic Simulation’s Eye 


of the Beholder topped the 


top-ten computer games list 
in its first month of release. 
On the video-game hits list, 
Konami's Teenage Mutant 
Ninja Turtles continues to 
dominate sales, with The 
Simpsons (Acclaim) finishing 
in a close second. 


Top 10 

IBM PC Games 

for March 1991 
This Last 
Mo. Mo. Title Publisher 
1 * Eyeofthe Beholder SSI 
2 * Space Quest IV Sierra On-Line 
3 1. King’s Quest V Sierra On-Line 
4 § WingCommander Origin 
5 * Death Knights of Krynn SSI 
6 2. SimEarth Maxis 
7: 7 SimCity Maxis 
8 6 Flight Simulator Microsoft © 
9 16 Links Access 
10 11 A-10 Tank Killer 


* First month in the Top 10. 


Sierra On-Line 


Top 10 
“Video Games | 
for March 1991 


This Last eS 
Mo. Mo. “Title Publ System 
1 4 TMNT. Konami/NES 
2 2 The Simpsons Acclaim/NES 
3. * NBAAIl Star Basketball LJN/GB 
4 3 SuperMarioLand — Nintendo/GB 
5 20 Lakers Vs. Celtics  EA/Genesis 
6 4 Super Mario Bros. 3  Nintendo/NES 
7 7 Double Dragon iil — Acclaim/NES 
8 * OperationC —— Konami/GB 
9 6 John Madden Football EA/Genesis 
10 8 Tetris - Nintendo/NES 


* First month in the Top 10. 


Midway Goes 
Back to the 
Dark Ages 


Dinosaurs, not dogs, are - 


man’s best friend in TROG, | 


Bally/Midway’s latest coin-op. 


The player, cast as Spike, Rex, 


Gwen or Bloop and pet Dino 
journey through 49 different 
islands pursued by the villain- 
ous TROG and his sidekick © 
one-eyed caveman, who 
wants to have your dino for 


dinner. Escape bottomless pits 


and fire storms with a hungry 


-TROG hot on your heels and 
_ ready to use clubs, fire, spring- 
shoes, rolling wheels and an 
arsenal of prenistoric 


weaponry. 

Digitized graphics, and 
stone age music add excite- 
ment to TROG. The player's 
best offensive weapon is his 
loyal pet dinosaur, who can 
be transformed into a fire-spit- 
ting dragosaur or a TROG-de- 
vouring tyrannosaurus rex by 
consuming the BPErepiicle i 
magical object. 


PineBot Meets 
His Mate 
After five years, William’s 
Electronics has made PinsBot 
a happy pinball hero with the 
creation of The Machine Bride 
of PineBot. The action starts 
with the first shot up the 
bride’s shuttle ramp, activat- 


| ing voice circuits. The next 

few shots open Machine 
_ Bride’s eyes and breathe life 
_ into her while PineBot watches 


from his own mini-playfield. 


Players must spin the Big 


Wheel to double scores dur- 
ing multiball play and may 
even get an opportunity to 
win the billion-point shot. 
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th 

battery back-up saves play 
positions. 

w Hours of exciting one 
player action in over 
170 levels. 

m Two players can compete 
or cooperate for up to 
80 unique levels with the 
Game Link. 
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Ultima Runes of Virtue 


An FCI original from the creators of Ultima 


eat 


ee te 


“Finally there’s an 
adventure for Game 
Boy to rival the scope 
and excitement 
of such NES™ hits as 
The Legend of Zelda?” 
(Nintendo Power, 
Vol. 23, April 1991) 


The exciting world of Ultima games comes to Game Boy for 1 or 2 players. Now get the 
adventure of Ultima in an all new portable game! The villainous Black Knight has stolen the 
eight runes of virtue! It’s your quest to get them back. Guide your character on a heroic quest 
through the lands and dungeons of Britannia. Who will you choose to be: Mariah the Mage, 
lolo the Bard, Dupre the Fighter or Shamino the Ranger? Explore the dungeons, discover 
magic weapons and potions, and battle an overwhelming variety of monsters: bats, rats, 
jaggers, gremlins and wizards. 

Ultima Runes of Virtue is a completely new game designed exclusively for Game Boy by 
the original Ultima designers.You’ll enjoy the same hours of challenge and adventure that 
you've come to expect from an Ultima game. 


FCI, 


Not Just Kid Stuff 


A Rd Britis Game 


Ultima copyrights 1980, 1982, 1983, 1985. 1988 & 1990 Origin Systems, Inc. Ultima and 
Lord British are trademarks of Richard Garriott. Runes of Virtue, Avater, lola, Shamino, 
Dupre and Britannia are trademarks of Origin Systems, Inc. Nintendo, Game Boy, NES, The 
Legend of Zelda and the Official Seals are trademarks of Nintendo of America Inc. ©1989 
Nintendo of America Inc. FCI is a trademark of Fujisankei Communications International, Inc. 
150 East 52 Street, NY, NY 10022. Consumer Information (708) 968-0425. 
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SWAP YOUR OLD NINTENDO 


FOR CASH OR NEW TITLES 


WE PAY YOU/WE SELL 


10 Yard Fight 
194? 
1943 
720 
8 Eyes 
Abadox 
Adv. Byu Billy 
Adv. Dino Riki 
Adv. Island 
Adv. Island II 
Adv. of Lolo 
Adv. of Lolo II 
“Adv. of Lolo III 
Adv. T Sawyer 
After Burner 
Air Ball 
Air Fortress 
Airwolf 
Al Unser 
Alien Synd 
All Pro Bsktbl 
Alpha Miss 
Amagon 
“Am Gladiators 
Anticipation 
Arch Rivals 
Archon 
Arkanoid-Game 
Arkistas Ring 
Astyanax 
Athena 
Athletic World 
Baby Boomer 
Back/Futr 
Back/Futr I] & TI 
Bad Dudes 
Bad News Bsbl 
Bad Str Brawl 
Balloon Fight 
Band Kings Anc 
“Barbie 
“Bards Tale 
Baseball 
Baseball Smltr 
Baseball Stars 
Bases Loaded 
Bases Loaded II 
Batman 
Battle Chess 
Battle Olym 
Battle Tank 
“Beetlejuice 
Big Bird Hd/Sk 
Big Foot 
“Bill/Ted Adv 
Bionic Cmmnd 
Black Bass 
Blades of Steel 
Blaster Master 
“Block Out 
“Bo Jackson 
Bomberman 
Boulder Dash 
Boy / His Blob 
Breakthru 
Bubble Bobble 
Bugs Bny 
Bugs Bny Bthdy 
Bump /Jump 
Burat Fighter 
Burger Time 
Cabal 
Calif Games 
‘Calif Ratsins 
Capt Comic 
Capt Skyhawk 
Casino Kid 
*Castelian 
Castle Deceipt 
Castle Dragon 
Castlequest 
Castlevania 
Castlevania II 
Castlevania ITI 
Cave Mn Gms 
Chall Dragon 
Champ Bowlng 


$2/$9 
10/19 
16/29 
6/19 
6/16 
8/16 
4/12 
LO/19 
18/32 
28/49 
16/29 
26/44 
22/39 
LO/19 
18/32 
29/39 
6/14 
2/22 
16/29 
10/19 
12/24 
4/ ]2 
6/14 
39/9? 
4/16 
26/44 
12/24 
[2/32 
10/19 
8/16 
A/|2 
6/14 
24/44 
4/14 
18/32 
6/16 
18/36 
4/14 
6/16 
32/59 
23/39 
24/42 
2/9 
18/39 
26/48 
8/16 
16/32 
yey eae 
12/24 
14/26 
26/44 
24/44 
22/39 
16/29 
26/44 
6/14 
30/54 
16/29 
4/14 
23/39 
2 3/39 
10/24 
1O/19 
6/19 
6/14 
22/39 
26/48 
22/39 
10/19 
8/16 


| I/99 


4/19 
10/19 
24/44 

6/16 
18/36 
14/26 
22/39 
16/29 
10/19 

6/14 

6/14 

4/14 
12/24 
12/24 
10/22 


[rere 


18/34 


Chessmaster 
Chiller 
“Chips Challenge 
Chubby Cherub 
Circus Caper 
City Connection 
Clash/Dmnhd 
Classic Cnent 
Clu Clu Land 
Cobra Cmnd 
Cobra Triangle 
Code Nm Vpr 
Commando 
Conan 
Conflict 
Cong/Xtal Plce 
Contra 
“Crater Maze 
Cross Bow 
Crystal Mines 
Crystalis 

Cyberball 
Cybernoid 
Dance Arobes 
“Dare Seed 
Dash Galaxy 
Days Thndr 
Deadly Towers 
Death Race 
Deathbots 
Detend/Crwn 
Defender II 
Deja-Vu 
Demon Sword 
Desert Com 
Dest. Erth Str 
Dest/Emp 
Dick Tracy 
Dig Dug II] 
Digger 
Dirty Harry 
Disney Adv 
Dnky Kng Math 
Dnky Kong 
Dnky Kong 3 
Dnky Kong Clas 
Dnky Kong Jr 
Doubl Dare 
Doub! Dren 
Doub! Dregn II 
Doub! Drgn III 
Doub! Dribble 
Doubl Strike 
Dr. Chaos 
Dr. Jekyll/Hyde 
Dr. Mario 

Drac Nite Out 
“Drag Fehtr 
Dragon Power 
Dragon Spirit 
Dragon Warrior 
Dragon Warrior II 
Dragon's Lair 
Duck Hunt 
Duck Tales 
Dudes/Attitudes 
Dungeon Magic 
Dusty Diamnd 
Dyno Warz 
Elev. Action 
Evrt/Lndl Ten 
Excitebike 
F-15 
“Family Feud 
Fantasy Zone 
“Paria 
Faxanadu 
Fester’s Quest 
Feht Golf LT 
Final Fantasy 
“Firehs Rescue 
Fist / No. Star 
“Fleht / Intrdr 
Flyng Drag I 
“Flyng Drag II 
“Flyng Drag III 
*Flyng Warriors 
“Formula | 


CALL 


FUNCO! 


$24/$42 


14/26 
22/39 
16/29 
&/16 
6/14 
8/16 
24/42 
6/16 
8/16 
8/19 
8/16 
2/9 
26/44 
24/44 
18/36 
12/22 
22/39 
22/39 
24/42 
20/36 
22/39 
4/12 
10/19 
22/39 
2/9 
24/44 
2/12 
16/29 
16/29 
LO/19 
10/19 
18/36 
6/14 
14/26 
6/14 
20/36 
8/19 
14/26 
24/44 
16/29 
20/36 
24/44 
8/19 
12/24 
14/26 
8/16 
16/32 
6/22 
10/22 
24/44 
8/19 
16/29 
4/12 
6/14 
22/39 
22/39 
22/39 
4/12 
4/|2 
4/12 
28/54 
24/42 
1/3 
14/26 
16/29 
16/29 
20/36 
8/16 
12/24 
| Sry") 


2leed 

6/14 
16/29 
28/49 
14/26 
24/44 

4/14 

6/16 
24/42 
14/26 
28/52 
12/24 
22/39 

4/12 
22/39 
24/44 
24/44 
24/42 


“Frankenstein 
Freedom Force 
Friday 13th 
Fun House 

G. |. Joe 
Galactic Crsdr 
Galaga 
“Galaxy 5000 
Gauntlet 
Gauntlet II 
Genghis Khan 
Ghost Bstrs 
Ghost Bstrs I] 
Ghost/Goblins 
Gilligans Is! 
Goal 

Godzilla 

Golf 

Golf Peble Bch 
Golgo 13 
Goonies II 
Gotcha 
Gradius 
Gremlins II 
Guardn Lynd 
Guerilla War 
Gum Shoe 
*Gun-Nac 
Gunsmoke 
Gyruss 

*H Glbtrttrs 
“Happy Cmpr 
“Hard Driven 
*“Hatris 

Heavy Barrel 
Heavy Shredin 
*Hell Raiser 
Heroes/Lance 
Hogans Alley 
Hollywood Sqs 
Hoops 

Hunt Rd Oct 
Hydlide 

1 Cn Rmembr 
Ice Climber 
Ice Hockey 
Ikari War 
Ikari War I] 
Ikari War III 
Image Fight 
Immortal 

Imp Mission II 
Ind Jns Lst Crsd 
Indiana Jones 
Infiltrator 

Iron Sword 
Iron Tank 
“Ishido: Stones 
Isltd Warrior 

J Chan Kg Fu 
J. Nicklaus Gif 
Jackal 

Jaws 

Jeopardy 
Jeopardy 25th 
Jeopardy Jr 
John E. Qtrbck 
Jordan/Bird 
Journey Silius 
Joust 

Karate Champ 
Karate Kid 
Karnov 

Kickle Cubicle 
Kid Icarus 

Kid Kool 

Kid Niki 

King Knight 
King Neptune 
Kings/Beach 
Kiwi Krayz 
*Klash Ball 
KLAX 

Knight Rider 
Krazy Krtrs 
Krion Cnqst 
Kung Fu 

Kung Fu Hero 


$24/$44 


6/14 
4/12 
24/42 
24/42 
20/36 
22/39 
24/42 
6/14 
12/29 
22/49 
10/19 
16/29 
4/12 
16/29 
10/19 
1LO/19 
6/16 
12/22 
6/14 
4/12 
4/16 
4/12 
18/36 
6/14 
8/16 
4/14 
22/39 
4/16 
6/16 
26/39 
24/44 
26/49 
22/39 
10/19 
18/36 
22/39 
16/29 
8/19 
12/22 
6/14 
24/42 
2/9 
24/42 
6/14 
10/19 
6/14 
6/14 
22/39 
10/19 
24/42 
18/32 
26/44 
10/19 
2/12 
2/14 
8/16 
22/39 
22/39 
24/42 
20/36 
6/14 
10/19 
14/26 
14/26 
16/29 
4/\4 
8/19 
14/29 
2/16 
2/12 
4/12 
4/14 
6/22 
12/22 
10/19 
8/16 
2/12 
16/29 
10/19 
22/39 
22/39 
18/32 
12/24 
16/29 
22/39 
2/9 
10/19 


Last Ninja $20/$36 
Last Starfighter 16/29 
Legacy/Wizzard 4/12 
Legend Kage 6/14 
Legend Wings 2/12 
*“Legnds/Dmnd 22/39 
Lite Force 4/16 
Lit] Lg Bsbl 12/24 
Lith Nemo Dr Mstr_ 18/36 
Lit] Ninja Bros 22/39 
Lode Runner 12/22 
Loopz 18/36 
“Lord Lightning — 22/39 
Low G Man 12/24 
Lunar Pool 18/32 
M Andretti G.B. 24/42 
"M Ditka Bg Ftbl 26/49 
M.U.L.E. 16/29 
Mach Rider 4/12 
Mad Max 2/12 
Mafat Cnsprcy 12/22 
*Mag Candle 22/39 
Mag Darts 22/39 
Mag Jhnsn Bskb 12/22 
Mag Sherezade 10/19 
*“Mag/Shrzd II 24/49 
Magician 22/39 
Magmax 4/\2 
Maj Lg Bsbl 4/16 
Maniac Mansion 18/34 
MappyLand 16/29 
Marbl Mdns 10/22 
Mario Brothers 10/19 
Marvels X-Men 8/19 
Master Chu 18/32 
*“Match Bx Racers 22/39 
Mech Attack 8/16 
Mega Man 22/39 
Mega Man II 12/24 
Mega Man II 18/36 
Menace Beach 22/39 
Mendel Palace 16/29 
Metal Fighter 16/29 
Metal Gear 2/9 
*Metal Mech 22/39 
*Metal Storm 22/39 
Metroid 6/12 
Mickey Mouse 10/22 
Might Bmb Jck 1O/19 
Millipede 14/29 
Milon Sec Castle 8/16 
Mission Cobra 10/19 
Mission Imp 8/19 
*“Mnstr Trek Rlly = 22/39 
Monopoly 28/49 
Monster Party 6/14 
*Moon Ranger 22/39 
*Mtr City Patrol = 22/39 
*“Motr Cty Ptrl 22/39 
Ms Pacman 22/39 
Muppet Adv 16/32 
Muscle 4/12 
Mystery Quest 8/16 
NARC 8/16 
Nascar Chllng 26/49 
Natl Ftbl Lg 8/16 
“New Zlnd Stry 22/39 
Nghtmr Elm Str 12/24 
Ninja Crsdrs 14/29 
Ninja Gaiden 2fil2 
Ninja Gaiden II 12/22 
Ninja Kid 10/19 
Ninja Taro 22/39 
Nobun Amb 18/34 
*“Nobun Amb II 22/39 
North/South 22/39 
Operation Wolf 4/12 
ORB 3D 8/19 
Othello 8/16 
P.O.W. 8/19 
*P Pan Pirates 22/39 
Pacman 10/39 
Pacmania 22/39 
Palamedes 36/18 
Paper Boy 18/34 
*Paradikus 22/44 
*Password 24/44 
Pertect Fit 22/39 


Pesterminator 
Phntm Fighter 
Pictionary 
Pinball 

Pinball Quest 
Pinbot 

Pipe Dream 
*Pirates 
Platoon 

Play Act Ftbl 
*Plce Academy 
*Pool Radiance 
Popeye 

Power Blade 
*Powr Pd Ftbl 
Predator 

Prncs Tomato 
Pro Am Racing 
Pro Wrestling 
Punch Out 
Punisher 
Puss/Boots 
“*Puttmaster 
Puzzle 

Puzznic 
Pyramid 
*Pyross 

Q-Bert 

Qix 

Quantum Fighter 
Racket Attack 
Rad Gravity 
Rad Racer 

Rad Racer II 
Raid 2020 
Raid Bungl Bay 
Ralley Bike 
Rambo 
*Rambo III 
Rampage 

RBI Baseball 
RBI Bsbl II 
*RBI Bsbl III 
Remote Cntr] 
Renegade 
Resce Emb Miss 
Rescue Ranger 
Ring King 

Rivr Cty Rnsm 
Road Blasters 
Road Runner 
Robo Cop 
*Robo Cop 2 
Robo Demons 
Robo Warriors 
Rock N Ball 
Rocket Ranger 
“Rocketeer 
Roger Rabbit 
Roller Ball 
Roller Games 
Rolling Thunder 
Romnc/3 Kings 
Rush N Attack 
Rygar 
TOCA. 
*Samrai Cnflct 
*Sch Bus Driver 
*Search King 
Section Z 
Seicross 
Sesame Str 123 
Sesame Str ABC 
Shadow Ninja 
Shadowgate 
Shingen Ruler 
Shinobi 

Shock Wave 
Shooting Range 
Short Order 
Side Pocket 
Silent Assault 
Silent Service 
Silk Worm 
Silver Surfer 
Simpsons,The 
Skate Or Die 
Skate Or Die II 


Send Us Your S 
Used Games and 
RECEIVE Up To 


$12/$24 


10/19 
14/26 
12/24 
16/29 
16/29 
10/22 
23/39 
2/12 
8/16 
22/39 
22/39 
6/14 
22/39 
22/39 
8/19 
24/44 
8/19 
6/14 
8/16 
18/36 
14/24 
22/39 
18/29 
16/29 
22/39 
22/39 
8/16 
26/49 
22/39 
6/14 
14/26 
8/16 
16/29 
16/29 
4/12 
16/29 
4/12 
22/39 
10/19 
6/16 
20/36 
22/39 
2/14 
4/12 
4/12 
22/39 
14/26 
| 2/22 
12/24 
12/24 
8/16 
22/39 
12/26 
4/12 
8/16 
2/9 
22/39 
10/19 
18/36 
14/26 
4/14 
18/36 
4/\2 
8/16 
22/39 
22/39 
22/39 
22/39 
2/9 
2/9 
12/22 
18/34 
16/29 
8/19 
12/24 
12/22 
16/29 
8/24 
14/26 
28/54 
12/24 
6/16 
12/22 
16/29 
24/42 
2/9 
8/16 


Ski Or Die $22/$39 
Skull/Crssbns 16/29 
Sky Kid 12/22 
Sky Shark 6/14 
Slalom 4/12 
Snake/Rattle/Roll = 12/24 
Snakes Revenge 6/14 
Snpy Sily Sprts 18/32 
Soccer 6/14 
Solar Jetman 16/29 
Soloman’s Key 8/16 
Solstice 14/26 
*Spe Shuttle Miss 22/39 
Spelunker 12/22 
Spot:Game 20/36 
Spy Hunter 2/9 
Spy Vs. Spy 4/12 
Sqoon 10/19 
Stadm Events 26/49 
Star Force 6/14 
Star Ship Hetr 6/16 
Star Soldier 2/9 
Star Tropics 22/39 
Star Voyager 4/12 
*Starblade 22/39 
Stealth 18/32 
Stinger 10/19 
Street Cops 8/19 
Street Fighter 6/14 
Strider 8/16 
Super Cars 22/39 
Super Contra 14/26 
Superman 16/29 
Supr Ddge Ball 12/22 
Supr Glve Ball 16/32 
Supr Mario 1/5 
Supr Mario II 12/24 
Supr Mario II] 22/39 
Supr Mr/Dk Ht 1/7 
Supr Mr/Dk/Trk 2/9 
Supr Off Road 18/32 
Supr Pitfall 12/22 
Supr Spk Vlybl 12/24 
Supr Sprint 6/14 
Supr Tm Games 8/16 
*Suprsushi Pnbl 22/39 
*Swrd Mstr 22/39 
Swrds/Serpents 8/19 
T. M.N.T. 8/19 
T. M.N.T. Il 24/42 
Taboo 6th Sense 4/12 
Tag Team Wrst 2/14 
Tagin Dragon 20/36 
*Talespin 22/39 
*Talke Spr Pwrd = 22/39 
Target Rengade af t2 
*Targhan 22/39 
Tecmo Baseball 12/22 
Tecmo Bowl 16/42 
Tecmo Wrld Wrst = 12/22 
Tennis 8/16 
Terra Cresta 8/16 
Tetris-Nintendo 24/39 
Three Stooges 8/16 
Thunderbirds 20/36 
Thundercade 10/19 
Thundr & Lightng 18/39 
Tiger Heli 6/12 
Tiles Of Fate 16/29 
Time Lord 6/12 
*Times Lore 22/39 
“Titan Warrior 22/39 
To the Earth 6/14 
*Tom And Jerry 22/39 
Tombs/Trsrs 16/29 
Toobin 20/36 
Top Gun 8/16 
Top Gun II 16/29 
Total Recall 10/19 
Totally Rad 22/39 
Touchdwn Fvr 22/39 
Town/Country 2/9 
Track & Field 8/16 
Track/Field II 6/14 
Trick Shooting 12/24 
Trivial Pursuit 22/39 
Trojan 2/9 
Twin Cobra 14/24 


Twin Eagle $18/$32 
*“Uforia 22/39 
Ult. Basketball 26/48 
*Ult Journey 22/39 


Ultima 12/24 


Ultima II 30/54 
*Uninvited 22/39 
Untouchables 22/39 


Urbn Chmpn 4/10 


Vegas Dreams 32/54 
*Vice 22/39 
Vindicators 4/|2 
Volleyball 8/16 


Wall Street Kid 10/19 


*Wally Bear 22/39 
*War vs Drugs 22/39 
*War Wheels 22/39 


Way Grtsky Heky — 18/32 
Werewolf 10/22 
Wheel /Fortune 18/32 
Wheel /Frtn Fam — 24/42 
Wheel /Frtn Jr 22/39 


*Where’s Waldo — 22/39 
Whomp "EM 22/39 
Wild Gunman 6/14 
Willow 1O/19 
Win/Lose/Draw 12/22 
Winter Games 4/12 
Wizardry 24/42 


Wizards/Wrriors 4/14 
*World Champ 22/39 
World Chmp Wrst 16/29 
World Cls Tr Mt 4/14 


World Cup Sccr 22/39 
World Games 12/22 
World Runner 2/9 
Wrath Blk Mnta 2/9 
Wrecking Crew 1LO/19 
Wrestlemania 6/14 
Wurm 22/39 
WWF Challenge 22/39 
Xenophobe 2/9 
Xevious 4/16 
Xexyz 4/\4 
Yo! Noid 14/29 
Zanac 6/14 
Zelda 8/16 
Zelda Il 8/16 


*New Releases 
Please Call—These 
may or may not be 
out by the manu- 
facturer. 


NINTENDO* 
ACCESSORIES 
AC Power Supply $4/$15 
Adv Joystick 12/22 
Arkanoid-Ctrl 28/49 
Control Deck 45/54 
Controller (Zipper) 6/14 
DbI Player Syst 16/29 
EPYX Joystick 2/9 
Four Score 12/24 
Game Cleaner 14.95 
Game Cleaner #2 9.95 
Game Holder 2S 
Light Gun 2/5 
Mega Joy Pad 6/14 
Misc. Joypad 6/14 
Misc. Joystick 2/9 
NES Max Joypad 6/14 
Power Glove 10/22 
Power Pad 8/19 
Quick Shot Round = 4/12 
RF Adapter 4/15 
Rock N Roller 2/5 
Satelite 18/32 
Sgle Wrles Rem 8/16 
Star Master Joytick 4/12 
Supercontroller 2/5 
U Force 10/22 
Ult. Wireless JS 6/14 
Ultimate Joystick 6/14 
Wizmaster Ctrl — 4/19.95 


(612)533-8118 


WE PAY YOU/WE SELL 
“6X8 Attack Sub $36/$69 


GAME BOY 


Abrams Btltnk 24/44 GEAR 
After Burner I] 10/29 
Air Diver 16/29 
WE PAY YOU/WE SELL WEPAY YOU/WESELL ff A!" Bs se poised bahar corgi 
Alex Kidd 8/22 GAME UNIT $70/$129 
Alleyway $8/$16 Mtr Cross Maniac $6$/16 “Alien Storm 24/44 Gain Ground $245$/44 Paperboy $28/$54 Supr Hydlide $16/$29 *Chessmastet 16/29 
Amazing Penguin = 12/22 MouseTrap Hotel 12/22 Altered Beast 0/2 Gaires 26/44 Pat Riley Bsktbl 10/19 Supr Monoco GP 16/29 “Face Card 16/29 
*Arazon’s Lair 14/26 Mr Chin 2/22 “Arcus Odyessy 24/44 Ghost Busters 12/24 “Pend Laird 24/44 Supr Thndr Bld 14/26 “Joe Montana 18/34 
Balloon Kid 6/16 “Mysterium 12/22 Arrow Flash 24/44 Ghouls Ghosts | 2/24 PGA Tour Golf 12/42 Supr Vlybl 20/36 “Ld Board Golf 18/34 
Baseball 1/7 NBA All Stars 16/29 Ate Robo Kid 8/29 Golden Axe 18/36 Phantasy Star II] 4/14 *Swampthing 24/44 “Ninja Gaiden 18/34 
Bases Loaded 8/16 Nemesis 6/14 Batman 24/44 “Golden Axe II 26/49 Phantasy Str I] 16/42 Sword Sudan 18/32 *Outrun 16/29 
Batman 10/22 NFL Football 6/14 Battle Squadron 14/26 Golf 14/26 “Phantasy Str lll 36/69 Swrd Vrmiln 16/39 *Shinobi 18/34 
Battle Bull 12/22 Nightstalker [2/22 Battle Tank 24/44 Granada 10/24 Phelios 10/22 T Lasorda Bsbl 14/29 “Space Harrier 16/29 
Battleship 12/22 Ninja Boy 12/22 *“Beanball Benny = 24/44 Hard Driven 14/29 Pit Fighter 24/44 Target Earth 4/14 * Spider-Man 18/34 
Beetlejuice 14/24 Nobun Amb 12/22 Bimini Run 24/44 Hell Fire 12/26 Populous 22/39 *Targhan 24/44 “Sweep 16/29 
Blaster Master (2/22 “North & South 12/22 ‘Block Out 24/44 Herzog Zwie 20/39 ‘Power Ball 24/44 Techno Cop 24/42 Woody Pop 14/26 
Boomer’s Adv. 1O/19 Operation “C” 12/22 ‘Blue Almanac 24/44 Insector X 20/36 Quacksho/D Dk 24/44 Thndr Force II 10/19 Dragon Crystal 14/26 
Bowling Wey ‘Pacman 12/22 Budokahn 16/29 Ishido 18/34 Rambo III 12/24 Thndr Force III 26/48 G-LOC 16/29 
Boxxle 6/16 Paper Boy 1O/19 Burning Force 10/22 James Pond 22/39 ‘Rampart 24/44 Toejam/Earl 28/54 M. Mouse Castle — 16/29 
Bubble Ghost 14/26 Penguin Wars [2y22 Bustr Doug Bxg 10/29 “Jessie the Body — 24/44 Rastan Saga II 24/44 Trmpln Terror 16/29 Psychic World 14/26 
Bugs Bunny 8/16 Pipe Dream 16/29 Centurian 24/44 Joe Mntana Ftbl 10/39 RBI Ill 24/44 Truxton 10/24 Revenge/Drancon — 14/26 
Castlevania Adv. 2/12 Play Football 10/19 Colums 1O/19 John Madn Ftbl 20/39 Revenge Shinobi = 12/29 *Turrican 24/44 Super Monaco GP 16/29 
Cat Trap 1O/19 Popeye LO/19 “Crack Down 24/44 “Junction 22/44 “Road Blasters 24/44 Twin Cobra 24/42 
Chase HQ 16/29 Power Mission J 2/22 “Cross Fire 22/39 Kage Ki 24/42 “Road Rash 24/44 Twin Cobra 24/44 ACCESSORIES 
Chess Master 16/29 *Power Racer 12/22 “Curse 20/36 “Kings Bounty 24/44 Sagala 24/44 Valis Tl 24/44 5 : 
> +. , / HIF ~ nt RY . eae id AC Adapte! $6/$14 
Chins Grmt Par 12/22 Q Billion 4/12 Cyberball ]2/24 KLAX 18/32 Shadow Blastet 10/24 Wardner 24/44 Car Lehtr Adapt 14/26 
Cosmo Tank 14/24 QIx 8/16 D.J. Boy 6/19 Lakers Celtics 26/49 Shadow Dancet 18/39 Warriors/Rome 24/44 — To aan able 4/12 
Daedalain Opus 8/16 Quarth 8/19 “Dando 24/44 Last Battle 10/19 Shining Drkns 38/74 Whip Rush 16/29 Rehre Battery Pack 26/40 
“Days of Thunder 16/29 R-Type 16/29 *Dark Cast 24/44 M Jcksn Mnwlkr 12/24 Shove It 4/19 Wings of Wor 24/44 TV Tuner 41/79 
Dd Ht Scramble 14/24 Radar Mission }2/22 “Death Duel 24/44 *Mario Lemi Hcky 26/49 *Skl/Crossbns 24/44 Zany Golt 10/22 
Dexterity 8/16 Res Princ Blobette 12/22 *“Decapattack 24/44 “Maze Hunter 24/44 Soccer 2/24 Zoom 6/16 *New Releases 
“Dick Tracy 2 Revenge of Gator — 12/22 Dick Tracy 14/29 Mcky M. Castle 20/42 “Sonic Hdghog 28/54 —c a ie ant" since 
Double Dragon 10/19 Robo Cop 14/24 *Dinoland 24/44 Mdnght Resist 24/44 Space Harrier II 8/16 AC CESSORIES Please Call—These 
Dr. Mario 12/22 Rolans Curse 12/22 Dyn Duke 14/26 “Mercs 28/54 “Spe Invdrs 91 24/44 Cleaner $14.95 may or may not be 
“Dragon Fighter 12/22 Ronguer Wars 10/22 E-Swat 12/26 “Mdnte Resist 24/44 “Speedball 2 24/44 Control Deck-New 179 out by the manu- 
Dragon Lair 12/24 “Selection 10/19 Faery Tales 24/44 “Might & Magic 24/44 Spiderman 26/49 Control Dk-Used 90/129 facturer. 
Ducktales (2/22 Serpent ey pees Fantasia 24/44 “Missle Defense = 22/39 Star Control 24/44 Controller LO/19 
*“Dweebers LO/19 Shanghai 14/24 Fatl Labyrinth 10/34 M. Fight Palace = 28/54 Storm Lord 24/44 Controller (NEW) 24 
Extra Bases 12/22 Side Pocket 2/22 Final Zone 14/26 Ms. Pacman 24/44 “Street Smart 24/44 Misc Joystick 4/12 
F-| Racer (2722 Skate or Die 10/19 Fire Shark 20/36 Musha 24/44 *Streets/Rage 26/49 Power Joystick 26/49 
“Face Ball 2000 12/29 Snpys Mg Show 2/22 Flicky 14/24 Mystic Defender 10/22 Strider 20/54 Pwrbse Converter 14/24 
Fastest Lap | 2422 "Soccer Mania 14/26 Forgotten Wrlds 12/22 “Onslaught 24/44 Supr Hang On } 2/24 Scope Glass 10/19 
“Fastrack 10/19 Solar Striker 6/19 
Final Fant. Leg. 18/32 Soloman’s Club 2/22 = | SR 
Fish Dude | 2/22 ‘Solstice 12/22 
Fist of N. Star 8/16 Space Invaders 12/22 S UPER 
Flipull 8/16 Spiderman 4/14 
Formula | 2/22 *Spuds Adventure 12/22 
Fortress of Fear 4/14 Sar Fighters 2010 14/26 FAMIC ON All Games Come 
Gargoyles Quest 10/19 Super Contra 2/22 . 
Ghostbusters I] 14/24 Super Mario Land — 8/16 *Ctri Deck  $100/$189 With A 
Go Go Tank 12/29, “Super Scrabble 10/19 ; 
Godzilla 144 a ‘Gator 12/22 , Foal Fight : anes? 90-Day Warranty! 
Golf 8/16 “Tasmania Story 1O/19 Ghouls ce SUIOHTS eee 
Gremlins II [2/22 Tennis 2/9 U.N. Squadron sun 
HAL Wrestling (3/22 Tetris O/2 
"Harmony (2/22 Min T Fall Clan lo/19 Ag 
“Hatris 10/19 “Tom And Jerry 12/22 
Heianko Alien 2/2 “Torpedo Range 12/22 
“Ht Red October — 12/22 “Ult Quest Arator 16/29 ®@ CA L L 
Hvy Wt Chmp Bx 12/24 Volleyball 8/16 a 
Hyper Ld Runner 8/16 Wheel of Fortune = 12/22 NE Q & GH QO 
In Your Face 14/26 “Wizards/Warriors 14/24 TO D AY ‘ 
Ishido 1Q/19 World Bowling 14/24 = 
Jeopardy 14/26 World Boxing 14/24 x 
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FUNCO, INC. (612) 533-8118 


4948 Highway 169 No. 


New Hope, MN 55428 

To Purchase: Send check or money order, or credit card number to 
FUNCO, INC., 4948 Highway 169 North, New Hope, MN 55428. 
Please allow 3 weeks for personal checks to clear. Add $4.95 
Shipping plus 50¢ per game. Add $1.00 per title if ordering by credit 
card. APO's, Canada, Alaska, Hawaii, please double shipping 
charges. MN residents please add 6% sales tax. WE DO NOT 
CHARGE YOUR CREDIT CARD UNLESS YOUR GAME IS IN 
STOCK. (WE ARE NOT PART OF OR ENDORSED BY NINTENDO) 
To Sell Us Games: Call us first for current prices. Prices based on 
game, instruction manual and original box. Subtract $1.00 for missing 
manuals and $3.00 for missing boxes. 

(Due toa3 month lead time to place this ad, our sell or buy prices may 
be different) We reserve the right to refuse any purchase or sale. 


FREE MEMBERSHIP—Just 

fill out Coupon and mail in. 

You will receive "The Fun Club" 
catalog. 

THE FUN CLUB 

4948 Highway 169 North, New Hope, MN 55428 


Name 
Address 
City 


State Zip 
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Tips are graded on a scale 
of one to five joysticks. The 
more joysticks that are col- 
ored in, the more valuable the 
hint. 

Blow the dust off those old 
games, and try out some of 
our new hints! If you have 
some great hints and tips for 
us, just put them on a piece of 
paper, and send them to 
VG&CE, 9171 Wilshire Bivd., 
Suite 300, Beverly Hills, CA 
90210, ATTN: Easter Egg 
Hunt. The author of each new 
tip we use will receive $10. 
Write neatly and be sure to in- 
clude your name and address! 
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(CAPCOM FOR THE NES) 
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During play you can, on 
Controller 2, press U and A 
to cause the enemy bosses 
or other characters to freeze 
on the screen. You can’t 
move left or right, but you 
can jump, so make sure 
you're facing the boss 
before you start blasting 
away at him. 


BILLY an JIMMY 


BARE HANDS BARE HANDS 
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Jason Hess and his brother, both of Clinton, Michigan, have found a 
new move not mentioned in the instruction booklet. To do the move you 
must be in the two-player mode. Have Billy and Jimmy Lee stand next to 
each other and use the Cyclone Spin-Kick. Both characters will lock 
arms, back to back, and the kick will be twice as long and powerful. 
Thanks for the great Easter egg, guys. 


Here’s a key to the 
abbreviations: 


Up 

Down 

Left 

Right 

“A” button 
“B” button 
“C” button 


POV GEG ORL 


(SEGA FOR THE GAME GEAR) 
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Ari Comet of Beachwood, Ohio, 
has sent in an Easter egg that will let 
you access a sound test as well as a 
level select. Simply press and hold U 
and L, 1 and 2 then press START 
during the main title screen. If you’ve 
done this correctly, you'll see “Special 
Mode” on the screen along with 
“Sound Test ED.” You can adjust the 
ED by pressing U to increase the 
number of the test. If you press 1 and 
2 while it reads ED, a number will 
appear on the last line, and it should 
now read “Round NO 1.” Press U or 
D and you can scroll through and pick 
which of the four levels to start at. 
When you begin play on any of the 
four, you'll start with all the items you 
would have normally received playing 
to that point. This is a nice find, Ari. 
Thanks. 


2 8. 


continued on page 32 
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Nintendo GAME BOY. 


INCREDIBLE | og s ! INTERVIEWS: 

WRESTLING ACTION! Anybody want to take on these 
Take on your favorite WWF ow Pythons? 

‘Superstars with the piledriver, 

suplex, dropkick and more! 


Step int into the ring with Ultimate Warrior”, i: ee 
Hulk Hogan”, Mr. Perfect™, Million Dollar Man. -— 
Ted DiBiase" and Macho King Randy Savage’ ee 


~~ Official . 
~— QUT-OF-THE- RING MAYHEM! \ Seal of Quality 
Watch n ut forapowersiam! — nies 


. Hulk Hogan", Hulkamania™, and Hulkster™ are trademarks of the Marvel Comics Group: lic s 
istered trademarks of TitanSports, inc. All other distinctive character likenesses are trademarks of 1 
marks of Nintendo of America Inc. LIN® is a trademark of UN Ltd. © 1991 LIN Ltd. All Bat 
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In this game there are a few places that will allow you to 
warp to higher missions in the game. In each mission you must 
first save or gather all available fish, lobster or gold before you 
can warp. The photos below will show you where to locate the 
warps. Thanks go out to three people for sending in these Easter 
eggs: Richard Devorin of Elmhurst, New York; Garret Ulmer of 
Oxnard, California; and Andy Taylor of Coronado, California. 

In the first mission you must save all the lobster for two known 
warps to open. The first is located in the seaweed to the left of 
the entrance pipe next to a white rock. Position Double Bubble 
Seven over the seaweed and push down. This will take you to Mission 6. 

Also on Mission 1 is a warp that will take you to Mission 11. Once you have 
saved the lobster, go to the far left, and jump out of the water onto the ledge. Move 
to the edge and push down. 

You can find a warp in Mission 2 that will take you to Mission 10. Save all the 
fish from the toxic waste, then move to the right of the entrance pipe at the start of 
the flat ground and push down. 

Finally, in Mission 4 there is a warp that will take you to Mission 8. After you 
find all the gold bars, go to the top-left corner of the Section-1 screen below the 
entrance pipe. Go to the position shown in the photo and push down. 
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(Nintendo for the NES) 
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Kristi Smith of Westminister, California, 
was the first to send in this Easter egg. 
Kristi found that if you wait long enough 
on the intermission screen (where the three 
viruses are sitting on the tree), an item will 
fly across the top of the screen. It only 
works with certain virus level/speed 
combinations. 


Virus level Speed Picture 


5 Med. Book 

10 Med. Chicken 

15 Med. Spray Paint 
5 High Turtle 

10 High Pig 

15 High Witch 


continued on page 34 
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NINTENDO AND NIN- 
TENDO. ENTERTAINMENT 
SYSTEM ARE REGISTERED 
TRADEMARKS OF NINTENDO 
OF AMERICA, INC. 


ROBIN HOOD: PRINCE OF 
THIEVES™ CHARACTERS AND ALL 
RELATED INDICIA ARE TRADE- 
MARKS OF MORGAN CREEK PRO- 
DUCTIONS, INC. © 1991 MORGAN 
CREEK PRODUCTIONS, INC. 
VIRGIN® IS A REGISTERED 
TRADEMARK OF VIRGIN ENTER- 
PRISES, LTD. © 1991 VIRGIN 
GAMES, INC. ALL RIGHTS RE- 
SERVED. DEVELOPED BY 
SCULPTURED SOFTWARE. 


® 


PRINCE OF THIEVES 
Live the AGVCNtUr! eco ror 


Hood in the adventure of your life in a game that brings all the action 
of the blockbuster movie to your very own NES! Show your courage 


and cunning as you rescue the lovely Maid Marian and free England 
from tyranny! 
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G.I. Joe 


Mress start button or 
enter certificate 
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Mress start button 
enter certificate 
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O07 90000000 
OF 90000000 
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- Nintendo® Game Boy™ 


Nintendo, Game Boy and the 
official seals are trademarks of 
Nintendo of America, Inc. 

©1990 Nintendo of America, Inc. 
©1990 Meldac/Live Planning 
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Over one hundred years ago during the mighty Shogun Era, the Lord of 
Darkness sent his fearsome army to terrorize the Japanese countryside. Using 
the’ Dark Lord’s powerful magic, his‘evil minions’spread famine, plague, and 
pestilence wherever they went, leaving the peaceful population hopelessly 
oppressed. At’s up to you to récruit’a lethal Mercenary Force from a band of 
deadly wafriors and free the‘country from the Dark Lord’s ruthless reign of terror. 

Now Nintendo® Game Boy™ players can get mercenary with Meldac’s 


completely new type of action/shooting game, MERCENARY FORCE. Voted 


one of the top 10 game introductions.in 1990 by Japan’s Game Boy Club 


_ Magazine, Mercenary Force brings superior graphics and incredible stereo 


sound to Game Boy™ software. So if you have a head for strategy and a body 
for action, what are you waiting for? Let's Get Mercenary! 


For more information 


Meldac of America, Inc. please contact: 

1801 Century Park East National Sales Department 

Suite 2210 Telephone: 213/286-7040 
Los Angeles, CA 90067 Fax: 213/286-7039 
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PREPARE TO BUTT 
Hea. AGAIN 


The ultimate headbangers back. Bigger, 


badder, and bolder than ever. And this time Bonk’ 


got a score to settle. The evil King Drool III has 


BROS) 


UOT Ey 


Those pesky creatures are back. And this 
time they’re riding mutants. Giddyup. 


If the giant tortoise boss turns his back on you, 
watch out. He’s ready to fire volcanic rocks. 


retaken control of the kingdom with lightning fast 
speed. And it's up to Bonk to swim, fly, and battle 
deadly piranhas to avenge this travesty. Brace 
yourself for serious cranial impact: The head- 


banging cave dude has returned. 


If your new game had 7 levels, and more than 7 
secret bonus games, you'd be walking on air, too. 


©1891 NEC Technologies, Inc. For information on this game, call the TurboTeam at 1-SO0-FUN-TG16. The first 30 seconds are free, S9¢ per minute thereafter, maximum $5 per call. Get 
your parents’ permission first. Bonk's Revenge is a trademark of NEC Technologies, Inc. ©1991 Hudson Soft. ©1989, 1991 Red. 
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The Little Mermaid 


CAPCOM 
For the Nintendo Entertainment 
System ($49.95) 


Es 9 10 


GRAPHICS 123456 
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First, the bad news: With only five levels 
of not-too-dissimilar action, Capcom’s The 
Little Mermaid seems far too short, and it's 
doubtful that this cartridge could provide 
the experienced gamer with much more 
than an afternoon’s pleasant diversion. 

Ah, but there’s a good reason why this 
game (based on the popular Disney 
feature) does not attempt to overwhelm 
the player with complex play mechanics or 
wild graphics. Capcom has already proven 
that they can take Disney characters and 
successfully integrate them into video 
games of intricate challenge (Duck Tales) 
and wacky intensity (Chip ‘n’ Dale Rescue 
Rangers). This time, they’ve come up with 
a game that’s more likely to appeal to a 
different audience—a young female 
audience. 

That's not to say that the aforementioned 
titles were made for boys, but it’s been 
obvious for years that the video-game 
marketplace is predominantly male. There 
are a number of factors that have 
contributed to this unhealthy state, but the 
key is probably the fact that most video- 
game characters have been male, from the 
mustachioed Mario to the gun-wielding 
muscleheads and ninja warriors who 
populate the majority of NES titles. Can a 
ten-year-old girl really 
identify with Rambo? 

Maybe so, but she'll 
probably enjoy the 
adventures of Ariel the 
mermaid a lot more. Unlike 
the daydreaming waif who 
made the film so charming, 
the game features a much 
more aggressive Ariel who 
makes her way through the 
perils of the sea in a 
conscious attempt to defeat 
the evil Ursula. With a swish 
of her tail, Ariel can capture 
certain sea creatures inside 
bubbles, which can then be 
used as weapons to fight off 
other enemies. Certain 
power-ups extend the range and strength 
of the bubbles, and there are also bonus 
items like snarfblatts and dinglehoppers 
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that add points to your score. 

Though it’s a bit disappointing that 
Ariel’s friends Scuttle, Sebastian and 
Flounder appear only in the game’s brief 
intermissions, Ariel herself looks just fine. 
With her long red hair swirling behind her, 
she swims and spins as gracefully as you'd 
expect a mermaid to do. There are some 
really nice graphic effects in certain areas, 
like the spots where Ariel can dig in the 
sand with her tail or the places where she 
leaps out of the water and flops around on 
land before diving back in with a splash. 

Other parts of the game are notable for 
their background graphics—Levels 4 and 5 
are surprisingly atmospheric for an 8-bit 
NES game, as is the “boss” battle at the 
end of the first level. And the final 
confrontation with the huge, buxom Ursula 
is wonderful—her grinning, purple-skinned 


visage is as wicked here as it 
was in the movie. 

In case you're wondering, 
yes, the game does include 
an electronic rendition of the 
film’s most memorable 
song, “Under the Sea.” Of 
course, it’s not quite the 
same without Sebastian's 
throaty Harry Belafonte-style 
vocals, but | believe that this 
is the first video game ever 
to include an Oscar-winning 
tune in its soundtrack. (Hey, 
that should count for 
something!) 

The Little Mermaid 
proves itself to be a 
respectable entry in 
Capcom’s fascinating library of Disney- 
licensed titles. Kids will find it a treat, and 
video-game veterans may be surprised at 


VG&CE « AUGUST 1991 


& 


, 


. og = a | a ef = = 
' : @Seeseeens . , “a , 
LASS: Ce LIFE: Beesuaseus £ 3 

SCORE: ©000000 ®& x2 TIME: 343 SCORE: 0052860 @& xO TIME: 19% 


The setting—Earth, the future. © The defense computer protecting the entire planet 
has been invaded by a constantly mutating, evolving virus. | One lone volunteer has the 
courage to face the virus on its own ground. ‘") Converted to raw data and transferred 
into the circuits of the computer, the molecular structure of this brave warrior is transformed 

by the as-yet untested Image Transfer System. '" Into the circuits of the computer steps an 
Six levels of challenging action, unequalled game 


unlikely hero—the Quantum Fighter! 
control, and a surprising arsenal of weapons! 


A, 
were 


Vv 


Licensed by Nintendo for play on the 
ae 
7873 S.W. Cirrus Drive, Building 25F Beaverton, Oregon 97005 
ENTERTAINMENT Tel. 503/644-4117 Fax. 503/641-5119 
—_ © HAL America, Inc. 1991. All rights reserved. Nintendo, Game Boy and the Official Seals are trademarks of Nintendo of America Inc. © 1991 Nintendo of America Inc. 
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the way it evokes pleasant memories of 
earlier undersea contests like Fathom, 
Dolphin or Seaquest. 

—Chris Bieniek 
Capcom U.S.A., Inc. 
3303 Scott Blvd. 
Santa Clara, CA 95054 
(408) 727-0400 


Tale Spin 


NEC 
For the TurboGrafx-16 ($61.99) 


GRAPHICS 
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For years, most people thought that the 
only video games featuring Disney 
characters would be created by Capcom 
for the NES. Now that Nintendo has 
loosened up the “exclusivity” clauses in 
their contracts with third-party developers, 
we can enjoy Mickey Mouse on a Genesis 
and Baloo the Bear and the Tale Spin gang 
ona TG-16. 

Based on the popular animated TV 
show, Tale Spin spotlights the exploits of 
the adventurous pilot Baloo and his 
navigator Kit Cloudkicker. Together these 
furry fortune hunters travel all over the 
country in search of the missing pieces of 
a map that points the way to a fabulous 
treasure. 

The Tale Spin cast features a lot of 
appealing characters: Baloo, in particular, 
has been a favorite of anyone who ever 
saw Disney's film version of The Jungle 
Book. Unfortunately, a lot of his charisma 
is derived from his booming voice, which 
is the only one of his characteristics that 
this video game does not reproduce. As a 
result, his personality shines through only 
on rare occasions—for example, when he’s 
swept away under a waterfall and waves 
his arms in desperation as the current pulls 
him back. 

Of course, with the constant attacks 
Baloo is subjected to in the game, he’s 
more pitiable than likable. There’s always 
an army of bad guys in his face, and there 
are certain areas that are nearly impossible 
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to fight through 
without sustaining 
some kind of 
damage. But when 
you're familiar 
enough with the 
patterns of your 
enemies’ attacks, the 
game becomes a 
simple memory test: 
You just have to 
remember when to 
jump, when to duck 
and when to throw. 
The  hit-and-miss 
controls aren't much help—the “jump” 
button is noticeably unresponsive. Try 
setting the auto-fire switches on the next 
highest position—that way, you can be 
sure that the Turbo will‘register at least 
one press of the button. 

The background music is not bad at all. 
It may be slightly repetitive, but it’s not 
irritating—in fact, it’s rather subdued. At 
times the tunes are so quiet that you may 
find yourself cranking up 
the volume just to get an 
earful. Of course, you'll 
mute it again when the 
sound effects start to 
grate on your nerves—the 
whistling noise of the 
coconuts Baloo tosses is 
particularly annoying. 

Visually, Tale Spin 
reaches deep into the 
TurboGrafx’s bag of visual 
tricks and comes up with 
a variety of results. Most 
of the main action 
features Baloo rambling 
through scrolling 
backgrounds; aside from 
the occasional multi-plane 
effect, there’s nothing 
here that couldn’t have 
been done on an NES. 
The crudely illustrated 
intermissions are also 


TG-1 6's bag of graphic 
tricks and comes up with a 
variety of results. 


somewhat disappointing, as they don’t 
seem to use a palette of more than 16 
colors. 

On the other hand, the scenarios that let 
you control the flight of Baloo’s plane are 
Outstanding. In a series of vertically 
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You have the Power- In this contest you don’t rely on the luck-of-the- 
draw. You determine if you win or not. You win by outscoring others 
in a game of skill. Can you solve the puzzle below? Then you have 
what it takes. It looks simple, but it’s only the start. Each of five 
more puzzles gets a little harder. But, this time it’s all up to you. Stay 
in to the end and the gear is yours. With whatever options you want. 
Do you have what it takes? Then play to win: 

Video Game Contest- Play any 16-bit game in the world with this line 
up- Neo Geo Gold, Nintendo Super Famicom, Sega Genesis and the 
TurboGrafx-16. Get all four or trade the ones you don’t want for CASH! 
Bonus options: adapters, games, accessories, cash and more! 

Media iq Contest - The Ultimate Gaming Environment, 40 inch 
monitor, 130 watt receiver w/ Dolby Pro Logic Surround Sound, 


WORLD LIST AND 

LETTER CODE CHART 
SCORE. . D WOUND.. 
DODGE..R SWORD.. 
SHOOT..T LASER... 


MYSTERY WORD 


POWER..E MAJOR.. 
PITCH... W BLAST.. 


MYSTERY WORD CLUE: 
GAMES! 
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The Uttionete ' 


ENTRY ..1 FORCE..O 


PRO M 


$18,000.00 in Prizes! 
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Infinity speakers, subwoofer, CD Player, Graphic EQ, Dual Cassette 
and HI-FI VCR. This rig will blow you away (literally!)!! You'll not only 
see it but feel it! 

Directions — Fill in the yng Word Grid with the correct words 
oing across) to spell out the mystery word down the end. Hint: use 

e word clue. 

In the future — There will be four more puzzles at $2.00 each and one 
tie-breaker at $1.50 which will arrive by mail. You will have 3 weeks 
to solve each puzzle. We don’t how many will play but — 41% 
will have the highest possible score to phase I, 30° to phase Il, 29'% 
to phase Ill, and 20% to phase IV. The tie-breaker determines the 
winner. If players are still tied they will split the value of the prizes. 


YES! ENTER ME TODAY, HERE’S MY ENTRY FEE 
____($3.00) Video Game Contest 
00 Media Rig Contest 


H $5.00) SPECIAL! Enter Both (SAVE $1.00) 


L 
K 


NAME 


ADDRESS 
L 
V 


CITY. STATE 


SEND CASH OR CHECK TO: 
PANDEMONIUM 
P.O. BOX 26247, 
St. Louis Park, MN 55426 


ZIP 


I< 


-VOID WHERE PROHIBITED-ENTRY DEADLINE: POSTMARKED BY SEPTEMBER 28, 1991 ENTRY FEE MUST BE INCLUDED 


Only one entry per person. Employees of Pandemonium, Inc. and its suppliers are ineligible. Judges decisions are final. Entry deadline: postmarked by September 28, 1991. | 
No auditions or playing required. Equipment brand names and models are trademarks of the respective companies who have no affiliation with this contest. ©1991 Pandemonium, Inc. 
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scrolling bonus rounds, Kit “sky 
surfs” from the Sea Duck’s tail 
and picks up points and power- 
ups. Later, there's a terrific | 
sequence with a huge side view 
of the plane as you pilot it 
through an attacking squadron 
of old-fashioned pirate fighters. 
If the rest of Baloo’s 
adventures were as exciting, as 


challenging or as well-drawn as 


this airborne-combat stage, Tale 


Spin would earn a hearty 


thumbs-up vote from TG-16 
Owners everywhere. As is, it’s not a 
failure, but the high points give you an 
unsettling feeling that the game could 
have been so much better. It’s worth 
checking out, but definitely an acquired 
taste. 

—C. B. 
NEC Technologies, Inc. 
1255 Michael Drive 
Wood Dale, IL 60191 
(708) 860-9500 


Star Control 
ACCOLADE 
For the Sega Genesis ($69.95) 


Twisting and turning in space, | was beck- 
oned deeper into the star cluster and closer 
to the ever-strengthening enemy empire. As | 
followed the animated convolutions of the 
orbiting pathways, | saw that | had stumbled 
onto a celestial dead end. The Ur-Quan 
Dreadnought behind me would be on me in 
just another turn, and all | had was a maneu- 
verable, but terribly vulnerable, Arilou ship. 
My hands sweated on the joystick, and | gave 
thanks that no matter how real and how 
exciting Star Contro! may feel, it is only a 
game. But what a game! 

Star Control takes place in a science-fic- 
tion universe where the seven 
races within humanity’s Alliance 
of Free Stars must do battle with 
the aggressive and all-around 
mean seven races of the Ur-Quan 
Hierarchy. Each race has distinc- 
tive spaceships that have their 
Own maneuvering and firing 
capabilities plus special charac- 
teristics. Whether you play 
against the computer (taking 
either side) or choose to go 
against a human—well, alien-for- 
the-moment—buddy you will find 
the arcade sequences challeng- 
ing, to say the least. Yet the chal- 
lenge lies not so much in reflex 
control as in getting to know and 
use the strengths and weak- 
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nesses of all 14 ships and 
how they match up against 
| each other. 

In the game’s practice 
mode, you'll spend quite a bit 
of time familiarizing yourself 
with how the ships handle. 
You'll learn that the Earth 
vessel (which shoots old, 
stockpiled ICBM missiles) 
should never close with a 


more powerful ship but 


should get as far away as 

possible to turn, fire and run. 
You'll see that when the Mycon pod ship 
shoots its clouds of destruction that one 
defense is to dodge them as they gradually 
disperse into space dust. Soon you will 
know just when to have your Syreen ship 
(crewed by beautiful, albeit blue, humanoid 
females) sound its psychologically devas- 
tating call that can cause an enemy crew to 
mutiny. 

After playing a bit in the practice mode, 
it’s time to move on to the “melee” game. 
In the melee game all the ships on one side 
are sequentially matched against all the 

ships on the other side. The winner is the last 
side to still have a ship to call its own. 

When you are ready to take on the uni- 
verse, go for the “full” game. In the 15 sce- 
narios of this mode you will experience what 
this reviewer considers to be one of the 
world’s best-ever implementations of a 
strategic/tactical space-warfare game. 

Each scenario takes you to a new star 
cluster, wherein you must explore stars to 
find certain ones to mine and others to colo- 
nize. You must also build forts and establish 
your starbase defenses long enough to build 
the ships you will need. You will have to visu- 
ally track the way the stars rotate in various 
patterns. Each cluster will be composed of a 
number of star “spikes” or trails of moving 
stars. You will be able to move easily from 
star to star within a spike. But getting from 
one spike to another will mean finding the 
stars that are shared by more then one spike, 
which is not easy to do but adds a new 
dimension (literally!) to the game. 

As you build your empire, you will have to 
fulfill various victory condi- 
tions in each scenario. Many 
times there will be battles 
between the various ships 
involved. If the player desires, 
he or she can play both the 
| strategic game on the ani- 
mated starchart as well as 
fight the arcade battles. If the 
player prefers, the game 
allows for the Genesis to con- 
trol the strategy and the 
player just to run the battles. 
Or, the game will allow you to 
be the strategist and will cap- 
| tain your empire’s ships for 
me you in battle. The real fun and 
"4 challenge is, of course, to take 
both parts yourself. 
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It’s true, this is not a perfect game for —_— | “| hanging out at the pub to overhear rumors 
everyone. The sound effects are minimal, : , : : and getting some sleep at an inn to restore 
identical to what they are in the computer ” 2 ~. | your character’s energy. But, as with any 
versions rather than taking advantage of the . o".“*\ video-game category, there’s a fine line 
Genesis’ wonderful sound potential. Fans of between realistically detailed games and bor- 
Slash-and-hack jump-and-leap side-scrolling - -—{ ing ones. Traveling precariously along this 
arcade games may find Star Control's look 2 : border is Might & Magic II. 
and feel to be too different from what they Pa It should be noted that the review copy | 
are used to in gaming. ~.. | received was a “preliminary version” to the 

But if you want to run a galactic empire ‘geeracg| fullest extent. There was no way | could cre- 
with a depth of simulation that will have you — ate my own characters—a necessity in virtu- 
believing that the stars are one big battle- ally all role-playing adventures—because this 
field—Star Control! will take you there. feature had yet to be programmed. Instead, a 

—Neil Shapiro ready-made party of eight adventurers was 
Accolade provided. Graphics were also incomplete. 
550 S. Winchester Blvd., Suite 200 Characters conversed through the dialogue 
San Jose, CA 95128 OO box even though they were 
(408) 985-1700 il === not seen on the game screen, 
oe a MOOT. and some entrances/exits 
were “invisible” yet could be 
oes _ ~@- passed through—if you could 

oe Me, > = : Poseeeee find them. 
ELECTRONIC ARTS ae teva). Fe Worst of all were the 

For the Sega Genesis ($59.95) 2 we “LAS 2 ee ™ : Controis glitches, expected “hazards” 
“ee | | | ese) in a prerelease. My party fre- 
= ees quently got trapped within 

the forest and mountain areas 
as they were suddenly sur- 
OVERALL 10 rounded by these impassible 
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Terwin EEX Tila Stam: & my environs, Despite all these 
Fantasy role-playing games are known for ' | Sir Huron mea problems, | got an accurate 


being extremely fastidious. Apparently, there [iastual ee ros Memes sense of what the final 
are those who enjoy engaging in the “realis- release version of Might & 
tic” and minute aspects of Dark Ages adven- Magic II will be like. So, consider this 
turing: purchasing weapons, learning skills, “review” like a tour of a new building still 
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under construction. 
Skimming through the 109-page 
manual (yes, 109 pages), you imme- 


diately sense the magnitude of (wy. 


M&M II. Like most role-playing fan- 
tasy titles, there’s a detailed world 
history to put you in the mood. 
M&M Il is set in the world of Cron, 
where once-powerful deities of the 
elements earth, air, wind and fire 
ruled until humans, monsters and 
magic appeared in the order of 
things. 


After assembling a party of [& 


humans, elves, dwarves and such 
and selecting their individual class 
types (knights, sorcerers, ninjas, 
etc.), you begin your trek through 
the diverse world of Cron. There are 
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quests you will be offered to under- & © 
take—from slaying the everyday | #%@ 


dragon to recovering family heir- 
looms for a king. 


Here’s a sampling of the immen- | 


sity of M&M II: There are five cities i, & = é 


and five castles to visit—each with 
their own shops, facilities, multi- 
leveled caverns and dungeons to 
explore. There’s also the land of 
Cron itself, and you can even go to 
the far ends to the realm of the ele- 
ments. Cartographic skill and graph 
paper are musts. | haven't even 
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lof drinks?" 


touched upon the menu of spells and the cat- 
alog of weaponry, but trust me, they’re big. 


you this level of golfing experience. 

Put yourself there with LINKS. Call your 
shots and strengthen your mental game. 
Phone Access at 1-800-800-4880 or contact 


your local software Pro Shop. Access 


software unconditionally guarantees your 
purchase satisfaction or your money back. 


*Other championship courses are now available. 
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Unfortunately, those who are unac- 
customed to this kind of gaming will 
likely find themselves bogged down in 
M&M II's complexity and multitude of 
options and become, ultimately, frus- 
trated. It takes a lot of work and 
patience to get your characters trained, 
armed and ready for adventuring—in 
addition to familiarizing yourself with 
the world of Cron—before any fighting 
occurs. 

Speaking of which, the combat 
scenes are not like the arcade-type 
fights in Sword of Vermilion or the 
Phantasy Star series. To my taste, 
they're the kind of tiring number- 

, crunching contests where a character's 

| fate depends upon how high his or her 
Status numbers’ are—strength, 
endurance, speed, etc. Other than a sin- 
gle animated enemy, little on-screen 
action occurs. Then there are the proce- 
dures that M&M I/I/ is a real stickler for. 
Weapons must be “equipped” before 
they can be used, for example. A more 
decipherable—and playable—combat 
interface similar to this is demonstrated 
in Sir-Tech’s computer title Wizardry: 
Bane of the Cosmic Forge. 

Ensuring that the characters in your 
party are healthy, get enough sleep, 
learn new skills and succeed as they 
face challenges is not unlike good par- 


enting. Cynicism aside, M&M II is heavy on 
the work with little fun in the process. Even 
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in the fantasy role-playing genre, there are 
now titles that are—dare | say it?—more fun 
than their predecessors and have edited out 
the duller aspects of “realism” while retain- 
ing more exciting points. Might and Magic II 
is reminiscent of the old days of early com- 
puter adventure gaming. It’s a relic among 
today’s role-players, polished up only ina 
minor way for the Genesis. 

—Howard H. Wen 
Electronic Arts 
1820 Gateway Drive 
San Mateo, CA 94404 
(415) 571-7171 


Bleckout 


ELECTRONIC ARTS 
For the Sega Genesis ($49.95) 


Who can forget Tetris, the diabolical game 
where you built levels from patterns of 
falling blocks? When you completed a row 
with no holes, it disappeared. Eventually, the 
column of blocks filled up, the game ended 
and you went back “just one more time” 
until two or three in the morning. 

Blockout, the California Dreams computer 
game that has made its way to the arcade, 
takes the Tetris concept into three dimen- 
sions. The view of the playing field is from 
above, and the idea is to fill an empty rectan- 
gular column with the blocks that fall “into” 
the screen. If you manage to complete a level 
with no holes, then the level disappears, and 
everything above it 
drops down one 
level. Eventually, 
you can’t fill in all 
the holes in a level, 
and the levels build 
higher and higher 
(closer and closer 
to you) so that you 
have less time to 
position the falling 
blocks. When the 
stack reaches the “top,” the game is over. 

While the blocks in Tetris are arranged 
strictly in two dimensions from four squares, 
two of the three sets of blocks in Blockout are 
arranged in three dimensions from up to five 
cubes. The three sets of blocks represent the 
three major levels of difficulty. The first set is 
called the “flat” set and is the easiest to use. 
It is constructed from no more than four 
cubes in two dimensions. When you have 
mastered the flat set, you can move on to the 
“basic” set. These are also arranged from 
four cubes, but now are in three dimen- 
sions—that is, some of the blocks are in a dif- 
ferent plane than others. Finally, the 
“extended” block set can have up to five 
cubes in three dimensions. It takes a real spa- 
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tial genius to complete a level using these 
blocks. 

The dimensions of the pit into which the 
cubes drop can also be varied to further 
influence the difficulty. The wider and higher 
the pit, the easier it is to place blocks. From a 
special screen you choose the block set, one 
of three defined pit setups or set custom pit 
dimensions. The ability to set up configura- 
tions makes this game endlessly challenging. 
If you master one layout, simply make a 
small change and try again. It’s amazing how 
much difference a single block-width change 
in the dimensions of the pit makes. You can 
even play against another player, keeping 
both pits visible on the screen at the same 
time. Whoever completes the selected num- 
ber of levels first is the winner, although you 
automatically lose if you fill the pit with your 
blocks. 

Playing Blockout takes a little getting used 
to. Each of the three buttons on the control 
pad rotate the groups of blocks in one of the 
dimensions, while the pad itself positions the 
block in the pit. When a block appears, it is 
shown in wire frame, so that you can see 
through it to the blocks below. Blocks that 
are already placed are solid and drawn in 


bright colors, and each level is a different 
color. Lines on the walls of the pit are 
helpful in positioning the block, but are 
easy to ignore in the heat of the game. 
You'll also need to get used to rotating 
the blocks around the right axis to get the 
piece to fit. If you are certain you have the 
blocks positioned right, you can press the 
START button to cause the block to fall 
quickly into position and gain more 
points. If you need it, there is also a prac- 
tice mode where the blocks do not fall, so 
you can take all the time you need to position 
them and get used to controlling the rotation. 

The graphics are a little fuzzy and do not 
begin to tax the abilities of the Genesis, while 
the soundtrack is a hard-driving rock beat 
that is very well-done but gets tiring after a 
while. The real draw in Blockout is not the 
SO-SO graphics or the decent sound, but, like 
Tetris, the excellent playability. 

Overall, Blockout is well-crafted and very 
playable. You will find yourself coming back 
again and again attempting to better your 
last score. But be warned—if you thought 
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Tetris was tough and addicting, wait until 
you try Blockout. 


trigger. It’s mostly used for clobbering bad 
guys, but it can do a lot more than that. If 
you use it to punch an immovable object, 
the recoil sends Willy flying in the opposite 
direction, which is a neat way to wipe out 
opponents who are approaching from 
behind. Similarly, if you punch the ground, 
Willy jumps much higher than usual. The 
punch gun’s giant fist can also catch certain 
objects and throw them at bad guys. 

Most interesting of all, Willy can use this 
amazing weapon as a type of grappling 
hook that will let him swing 
from lamp posts, flagpoles 
and building ledges. Our 
feline friend is safe from his 
enemies’ attacks as he 
spins around this way, and 
there are many places in 
the game where you will 
have to use this feature in 
order to fling Willy across a 
pitfall. 

Though Rockin’ Kats is 
definitely aimed at a 
younger crowd, it doesn’t 
underestimate the gaming 
skills of a generation that’s 
already jaded from years of 
playing Super Mario Bros. 
Today's kids like a challenge. 
Remember, most of them have con- 
trol-pad abilities that are much 
more advanced than those of the 
average adult, and Rockin’ Kats has 
enough challenge and variety to 
keep a preteen busy for quite a 
while. 


—David Plotkin 
Electronic Arts 
1820 Gateway Drive 
San Mateo, CA 94404 
(415) 571-7171 


Rockin’ Kats 


ATLUS 
For the Nintendo Entertainment 
System ($49.99) 


Rockin’ Kats...there’s a cool name for a 
video game. Think about it. What kind of 
imagery comes to mind when you hear a title 
like Grenada, Gaiares or Sagaia? At least it’s 
obvious that Rockin’ Kats is not a flight simu- 
lator or a military-strategy contest. 

The game kicks off with a great idea. The 
screen shows you a TV set, and you can 
“change channels” to start at any of four dif- 
ferent areas. There’s also a shopping 
channel where you can buy power-ups 
and a “bonus channel” that lets you 
gamble for 1-Ups and more money. 

Unfortunately, it’s not long after 
choosing a channel that you'll discover 
what you may have feared all along: 
Rockin’ Kats is another cartoon run- 
jump-and-punch game for the NES. 
Watch the background scroll by, beat 
the boss characters, rescue the helpless 
female—all the standard video game 
cliches are present and accounted for. 

Not that the game is all bad. In fact, 
there's a lot to like about Rockin’ Kats. 
The hero, Willy, is a colorful character, 
and the aforementioned level-select 
screen is a novel idea. The graphics 
and sounds are also adequate. The 
“Western channel,” for example, 
includes tumbleweeds, cacti and 
whistling musical quotes from one of 
the most famous spaghetti Western 
soundtracks of all time: The Good, The 
Bad & The Ugly. But it’s just not 
enough to make this one stand out 
from the crowd of Super Mario clones, 
and there are too many players who 
are starting to shy away from these 
contests because they believe that “if 


—C. B. 
Atlus Software Inc. 
17145 Von Karman Ave., Suite 110 
Irvine, CA 92714 
(714) 263-0582 


SUNSOFT 
For the Sega Genesis ($49.99) 


Batman is here! Batman is here! Genesis 
owners are cheering. And why not? The 
Mega Drive game based upon that marketing 
juggernaut of 1989—better known as the Bat- 
you play one, you've played them all.” man motion picture—was one of the most 

Personally, | don’t subscribe to that sought-after titles last year in the video-game 
particular theory, but | will admit that it’s get- Even though Rockin’ Kats importing business (the Japanese “gray” 
ting a lot tougher to introduce people to this js gimed at a younger crowd, Market). Yet, like the movie itself, Batman the 


type of game. it doesn’t underestimate the Genesis game, after months of expectations, 

The one thing that does lift Rockin’ Kats ; ° will probably evoke the same response in the 
“ y gaming skills of that ; 

above the level of the average “guy game” is ines end: Geez, what was all the big deal about? 

the weird weapon Willy uses to dispatch his generanon. There's an I've-played-something-like-this- 

enemies. It's called a “punch gun,” a hand- before flair to Batman. Depending on your 

held pistol with a huge boxing glove that degree of video-gaming jadedness, this can 

extends from the barrel when you pull the be interpreted as either nostalgically familiar 


48 VG&CE « AUGUST 1991 


EM pnipninocoanee 


LICENSED BY : 
Nintendo, i 


(3 Toei Animation Co., Ltd. 


© 1996. COPIA SYSTEM © 1990, NINTENDO OF 
AMERICA INC 1990. ELECTRO BRAINCORP. DEAD — 
HEAT SCRAMBLE. ELECTRO BRAIN CORP AND THE 
ELECTRO BRAIN LOGO ARE TRADEMARKS OF ELECTRO 
BRAIN CORP NINTENDO. GAME BOY AND THE 
NINTENDO OFFICIAL SEAL ARE TRADEMARKS OF 
NINTENDO OF AMERICA INC NISSAN TRADEMARK AND 
VEHICLE DESIGN USED BY PERMISSION OF NISSAN 
MOTOR CORPORATION IN USA NISSAN DOES NOT 
- CONDONE UNSAFE DRIVING 


CIRCLE #120 ON READER SERVICE — 


or run-of-the-mill boring. As expected, Bat- 
man is a scrolling side-view action kitsch 
game. The straightforward, linear game 
play is based on action sequences from the 
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film, including the grand finale atop the ei Bir 20.29 9-8 ES. ms ial) 


Gotham City Cathedral, where you dance 
with the Nicholson-esque Joker in the pale 
moonlight for the final showdown. 

The game first pits Batman against 
minor thugs—a few shooting firearms—on 
the streets of Gotham. He can punch and 
kick them as well as jump and do a 
midair tumbling spin. Batarangs can 
be thrown, too, and more may be 
obtained by picking up Bat logos scat- 
tered throughout the game. A grap- 
pling-hook pulley allows Batman to 
climb up onto certain spots, and there 
are heart symbols to gather that 
restore his life energy. 

After negotiating obstacles | 
throughout the Axis Chemical factory 
and defeating bazooka men, Batman 
has to knock Jack Napier down into a 
vat of toxic waste that transforms 
the hood into the Joker. From there, 
it's onto the Flugelheim Museum to 
rescue Vicki Vale, dodging collapsing 
chandeliers and battling axe-throw- 
ing heavies along the way. Two end 
bosses challenge Batman here—a 
diligent swordsman and a big guy 
who throws his jam box and then his 
own body weight. The subsequent 
scenario is a race through city 
streets in the Batmobile, where fight- 
ing against various cars, vans, tanks 
and mobile missile launch- 
ers is not unlike dealing 
with the L.A.P.D. armored 
division. 

Next, you go through an 
alleyway where back-flip- 
ping mimes lurk, some 
armed with flame-throwing 
lighters. Like their real-life 
counterparts, dealing with 
these pantomiming fiends 
is a nightmare. The end 
boss here is a machete- | 
happy thug out to literally | 
cut down the Caped Cru- 
sader. Then it’s off into the 
skies in the Batwing to 
blow away the Joker's heli- 
copter fleet and clown balloons filled with 
nerve gas. ; 

The final trek through the Gotham Cathe- 
dral is an arduous mission with more gun- 
shooting enemies and an encore medley of 
all human end bosses from previous levels. 
The climb up into the cathedral tower 
requires skillful use of the grappling hook 
and Batman’s jumping ability. Once you 
make it to the top, The Joker frantically fires 
his long-nozzled revolver at you and burns 
the floor with energy balls. Making him kiss 
the pavement merely requires several rapid 
shots of Batarangs—that’s all. 

The anachronistic Gothic look of the big 
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screen movie is faithfully re-created. The 
“cinema display” sequence shown upon 
completion of the Flugelheim Museum 
level nicely depicts a key scene in the film. 
Especially impressive are the mighty cool- 
looking Batmobile and Batwing, both of 
which look exactly like the toys kids’ par- 
ents were buying two years ago. 

There’s nothing imaginative 
here—then again, most movie-licensed 
video games aren't. What's more, this 
Genesis game is a rather easy one to beat, 
even on the “hard” setting. If there’s any- 
thing new to be said, it’s that experiencing 
this residue of a fad from two summers ago 
ought to hold you over till that next big inter- 
national event coming in summer 1992. 

No, not the Olympics—Batman 2. 

—H. H. W. 
Sunsoft 
11165 Knott Ave., Suites A and B 
Cypress, CA 90630 
(714) 891-4500 


Hardball! 


ACCOLADE 
For the Sega Genesis ($54.95) 
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It took two years for a game company to 
release a baseball game for the Genesis to 
go head-to-head with Tommy Lasorda Base- 
ball. That's astounding. Not a month goes by 
without some publisher heaping yet another 
baseball game onto Nintendo’s pile: RB/ 
Baseball, ERA Baseball, Pete Rose’s Bet-to- 
Win Baseball, whatever, with only minor 
details distinguishing one from another. Per- 
haps nobody felt they could beat Tommy 
Lasorda at his own game (not before the liq- 
uid diet, anyway). Even NEC seemed to clone 
TLB for the TurboGrafx-16. Now along comes 
Ballistic to release Accolade’s hit computer 
game Hardball! for the Genesis. The billion- 
buck question is, who plays a hotter game? 
Let’s go to the video tape. Both games 
have two leagues as well as East & West divi- 
sions, for a total of 26 teams. Neither uses 
authentic players, nor can you change stats. 
You can make substitutions and change play- 
ers or positions. Equal footing there. TLB 
uses a non-standard 
notation for stats, 
though, which is con- 
fusing at first but more 
informative overall. 
Both games let you 
run a world series, but 
Hardball! won't let you 
play out the whole sea- 
son. On the other hand, 
Hardball! allows you to 
play the series against a 
human opponent, while 
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TLB restricts the whole 
season and series to you 
against the computer 
(and you have to play the 
whole season first and 
finish appropriately 
placed in the rankings 
before you can play the 
series). In both cases, 
passwords allow you to 
save your season or 
series in progress. 

Hardball!'s ballistics 
seem more realistic. The 
angle of view is elevated 
to the right and above 
the pitcher (during bat- 
ting) and scrolls during 
plays. The disadvantage 
of these views becomes 
apparent in side-by-side 
comparisons with 7LB, 
where the view is either 
directly overhead or 
straightforward from the 
ump’s view of home 
plate. As a batter, it’s 
obviously a lot more real- 
istic—not to mention 
accurate—to see the ball 
coming at you than it is 
to see it from a remote- 
angled vantage point. As 
a pitcher in 7LB, you can 
see the base runners in 
small inset windows, and 
judge for’ yourself 
whether or not to try to 
pick off someone taking a 
hearty lead. In Hardball!, 
a small diamond in the 
corner of the screen 
shows you which bases 
are occupied and how big a lead the runners 
are taking, which is neither as interesting nor 
as accurate. 

In both games, fielding is the hardest ele- 
ment to control. In 7LB, you're given that 
same small diamond in the corner, but it 
shows the positions of your fielders as well 
as base runners. A decent giveaway to com- 
pensate for the limitations of a TV screen. In 
Hardball!—and this is where my biggest 
gripe lies—there is no way to see where your 
outfielders are. You must remember their 
positions in relation to the features of the 
park and hope one of them will wind up on- 
screen somewhere near the ball. It’s haphaz- 
ard, much more difficult and not a particu- 
larly enjoyable or fair way to challenge 
players. 

The graphics are roughly equal, though 
TLB still takes the prize for realism in anima- 
tion. Hardball! has some nice touches, partic- 
ularly in the interaction between the catcher 
and the pitcher (watch them carefully!). Digi- 
tized sounds are excellent, especially the 
calls, which are the crispest and clearest I've 
heard. But for some strange reason, runners 
aren't called safe, which leaves you wonder- 
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Accolade’s Hardball! is only 
the second Genesis baseball 
game fo be released in the 
past fwo years. 


ing for a few seconds how the computer saw 
the play. Strikes are called, but balls are not. 
Weird! 

All in all, it was a very close game. But in 
this reporter's eyes, it’s still Tommy 1, Chal- 
lengers 0. 

—Josh Mandel 
Accolade 
550 S. Winchester Blvd., Suite 200 
San Jose, CA 95128 
(408) 985-1700 


SEGA 
For the Sega Genesis (NA) 


1234567 8£§ 10 
1234567 8£f 10 


PLAYABILITY 
OVERALL 


Reviewing Phantasy Star Ill is a piece of 
cake! I'll just smile mysteriously and give a 
big thumbs up to all the PS/ and PSII players, 
and they'll know exactly what I’m saying. 

Fill space? Oh, okay. You'd probably like 
some details anyway. 

Phantasy Star Ill is, as anticipated, more 
of the same, only better. Subtitled Genera- 
tions of Doom, PSII picks up 1,000 years 
after PS/I and spans three generations of 
heroes. The land is again beset with bizarre 
creatures. One swoops down during your 
marriage ceremony and carries off Maia, 
your intended. As Rhys, you hack and slash 
your way around three planets, looking for 
Maia and enlisting the aid of other charac- 
ters. You can add up to four characters to 
your party for a total of five, but that number 
fluctuates as characters turn against you, get 
desk jobs or whatever. 

Eventually you'll rescue Maia, but here’s 
the first twist: You must choose between 
marrying her or marrying one of the female 
members of your party. Depending on your 
choice, the game will change completely! In 
either case, you become a king, and the 
game skips ahead about 15 years. The plane- 
tary system is faced with a new threat. Now 
you're the son of Rhys and his wife, and you 
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CALL SCI , THE AWESOME VIDEO GAME STORE FIRST!! 


Introducing the SCI Video Game Service, bringing you the best video games from Japan! SCI has the 
games you want at a price that won't send you into orbit. SCI is a large importer of video games from Japan, 
working to bring you high-quality products months before they 
arrive on store shelves (if they arrive at all!) Check out our 
lists of games and you'll agree that SCI is the only place to turn 
to for your Japanese games and systems! 


1-816-741-8522 


Call today for the lowest prices on Japanese video games 
compatible with the Sega Mega Drive, Sega Genesis, NEC 
PC Engine, SNK Neo-Geo, Nintendo Super Famicom as 
well as a wide selection of American games! If we do not 
have the game you want in stock, You get $10.00 OFF OF 
THE RETAIL PRICE! If you preorder on the day you call. 


IN STOCK NOW AND SOON TO BE RELEASED IMPORTS!!! 


Yes, you can play Mega Drive Games on your Genesis 24.99 


MEGA DRIVE TITLES SUPER FAMICOM GAMES SUPER FAMICOM COMING SOON 
Gynoug Shooter 79.99 Mario World Action 99,99 Hole In One Sports 99.99 
AeroBlaster Shooter 79.99 Populous Action 99.99 Jerry Bean Action 99.99 
Midnight Resistance Shooter 999 F-Zero Racing Action 99.99 Drakken RPG 99.99 
Ka-Ge-Ki Action 74.99 Actraiser Action 99.99 Area 88 Action 99.99 
Kyukyoku Tiger Shooter 74.99 Bombuzal Puzzle 99.99 Zelda 3 RPG 99.99 
Crackdown Maze 79.99 Big Run Action 99.99 
Monster Lair Shooter 64.99 
Heavy Unit Shooter 69.99 NEO GEO GAMES 
Darius II Shooter 79.99 
Gaiares Shooter 79.99 NAM 1975 Action 199.99 
Magical Hat Shooter 64.99 Magican Lord Action 199,99 
Rainbow Island Action 69.99 Baseball Stars Action 199.99 
Rastan Saga II Action 74.99 Ninja Combat Action 199.99 
Hell Fire Shooter 49.99 Top Players Golf Sports 199.99 
Shiten Myooh Action 54.99 Joy Joy Kid Puzzle 199.99 
Columns Puzzle 39.99 League Bowling Sports 199.99 
Whip Rush Shooter 49.99 Super Spy Action 199,99 
Curse Shooter 69.99 Cyber-Lip Action 199.99 
Elemental Master Shooter 79.99 Riding Hero Sports 199,99 
Ringside Angel Wrestling 74.99 Blues Journey 199.99 
Phelios Shooter 39.99 Neo Geo Gold System 649.99 
Shadow Dancer Action 49.99 | SRR wie igi Neo Geo Sliver System 449.99 
Klax Puzzle 39.99 Neo Geo Controller 55.99 
Afterburner II Shooter 39.99 Neo Geo Save Card 35.99 
Dynamite Duke Shooter 39.99 , 
, DJ Boy Action —69.99 ct aaa arty PC ENGINE CD- ROMs 
? Fatman Action 69.99 ae eG ee 
Arrow Flash Shooter 69.99 . a : Golden Axe Action 79.99 
Granada Shooter = 39.99 , — Where world Carme — RPG 74.99 
Burning Force Shooter 39.99 Super Mario Brothers 4 Valius 3 Avian 79.99 
Star Cruiser Shooter 74.99 Super Mario World 99.99 J.B. Harold murder RPG 79.99 
Musha Aliste Shooter 74.99 Super Military Simul 79.99 
MEGA DRIVE GAMES COMING SOON Sie apt ia “igs ene 
Legion Shooter 74.99 
Wrestleball Action 74.99 Gradius 3 Shooter 99.99 Sidearms Special Shooter 74.99 
Devil Hunter Yoko Action 74.99 Sim City Simul. 99.99 Avenger Shooter 79.99 
Valius 3 Shooter 74.99 Final Flight Action 99.99 Vasteel Action 79.99 
Power Drift Action 74.99 Super Deformer RPG 99.99 Y's Wanderer RPG 79.99 
Shining Darkness RPG 79.99 Oedo 808 Action 79.99 


PLEASE NOTE: We will accept COD orders-call for details. All orders in stock are shipped within 48 hours. Call for postage rates on orders for accessories, systems and lar ‘orders. All Missouri 
orders must pay 6.225% sales tax. Any refunds or exchanges are subject to a 15.00 restocking fee. We reserve the right to change policies, prices or specials at any time without p “notice. No 
refunds, Credits or exchanges without prior authorization. All defective games can be exchanged for the same game only. We make no guarantees for product performance. Oneé-your order i is placed, it 
cannot be changed without authorization. All games you wish to reserve must be paid in advance. Sega, Sega Genesis, Sega Mega Drive, NEC TurboGrafix, PC Engine, G and. Nintendo are 
registered trademarks and are not related to us nor are we endorsed by them. We are not responsible for typographical errors. Due to the verification process, some orders may take longer. 


Unavailability of product or other things are beyond our control. * 1990 by SCI-The Awesome Video Game Store! 


CIRCLE #122 ON READER SERVICE CARD. 


undertake a new adventure. Later on, you'll 
again have a choice of brides. You then 
assume the role of the new couple's 
child—thus you play out the roles of grandfa- 
ther, father and son over a period of over 30 
years. Truly an epic adventure. 

As you play, you'll find the world has 
expanded to comprise seven “planets,” two 
moons and countless dungeons. You'll con- 
front Dark Force, the ultimate evil (familiar 
from earlier adventures). He takes up three- 
fourths of the screen and is so large you 
have to attack his claws separately! At the 
end of the game—there are four possible 
endings, depending on your marriage 
choices—you'll learn the heretofore unknown 
history of the Algol system. 

Due to the four variations, the innumer- 
able plot twists and assorted surprises, the 
game is truly replayable on a grand scale. 


pase 


| Buy 2-Get 
Uy 2- 1 Free! 
Selected Games 
TRADE-IN YOUR UNWANTED VIDEO GAMES 
OR SYSTEMS & SAVE $5 - $100.00 
FOR EACH ONE WE NEED! 


New & Used Video Games & Systems 
Mega Drive = Nintendo = Genesis = Sega = Game Boy 


Turbo-Graphics = Neo Geo = Lynx 
Japanese Games & Systems 
Radio Controlled Vehicles & Models 
Skateboards = Clothing = Sneakers 


VIDEO GAME TRADE-IN CENTER 
982 Monroe Ave. 
Rochester, N.Y. 14620 


—— = = ee ee ee ee ee 


(716) 244-8321 


Se ee ee ee ee eee 
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Finishing a single game will probably take 
you at least 50-60 hours, so this is one car- 
tridge guaranteed to give you your money's 
worth, even at its higher price. The battery 
backup saves only two games, so it'll take 
skillful management to avoid having to play 
each of the four possible adventures from 
scratch. 

The graphics are slightly improved over 
those of PSII. In combat, your 
enemies—many of which are huge—are 
crudely animated against appropriate back- 
grounds (no more grids). Some backrounds 
even feature multilevel scrolling. The dun- 
geons no longer have the confusing grid 
overlaid on top, and none are more than two 
or three levels deep. Unfortunately, there’s 
no first-person perspective like in PS/ dun- 
geons, which is a shame, since it was spec- 
tacularly smooth. 

You have to love combat to love PSilIl. As 
in earlier episodes, every few steps end in a 
battle sequence. The combat system is con- 
venient, offering both computer-controlled 
and step-by-step strategies. But the com- 
puter never uses your “techniques” (magic 
spells), so if you want to use these abilities, 
you'll need to program combat piecemeal. 

As in PS/ and PSII, there’s not enough 
variety in the music; in fact, there seems to 
be less music than in smaller Genesis games. 
Then again, it’s hard to include 200 hours’ 
worth of music in one little cart. 

In summation, Phantasy Star fanatics will 
be delighted with PSIIl, as will anybody in 
search of a great role-playing game. It’s more 


continued on page 106 


VG&CE « AUGUST 1991 


Nintendo 


AQ" 


- Complete, previously played, Control Deck 
includes two controllers and accessory cables. 


90-Day Warranty 


FUNCO, INC. 


"THE WORLD'S LARGEST DISTRIBUTOR 
OF PREVIOUSLY PLAYED VIDEO GAMES!" 


FUNCO, INC. 


4948 Hwy. 169 N. 

New Hope, MN 55428 ye 
eae 

VISA MasterCard 
Teas 


22%: (612)533-8118 


Ask About Our 1 Day Delivery Service! 


Nintendo” is a registered trademark of Nintendo of America Inc. and Funco is not a part of or endorsed by Nintendo 
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THE ONLY GAME 
10 SCORE With 


THE NHL 4 


This is definitely the ultimate 
power play. 

: Twenty-two NHL teams. Two 
All-Star squads. Over 500 players. 
The Stanley Cup" All the wholesome 
mayhem you love about professional hockey. 

_ a2 all sac In NEL sleaercig Ihe most action-packed, fast-paced, and high- 
= ee y, contact Genesis game to come ee SINCE 

gat) John Madden Football” 7 

7 ‘ In fact the same QUYS bE _ 
me) who tackled Madden designed NHL Hockey 
fe So you think they miss any of the sports finer 
fe points? Get real. / 


me —SCOEvery player is modeled on his real 
 feae| counterpart. With 14 different attributes €7 
fete | Daseclon 1990-91 team and playerstats. 
Ram | 20 you can be ol’99 drilling the Oilers. Or | 
We) any player on your favorite NHL team. 


| Withover 500 players, there's more NHL action 
; than youcan shake a Stick at. 


Your goalie has as many saves as the @ 
Red Cross. Kick saves, glove saves, stick 
Saves. You can even pull him foran “ 

all-out assault. * 


Theres total player control, too. [ake ballistic 
Slapshots, execute sly backhands, tlick passes 
to teammates; make great kick, glove, or stick 
saves; pick fights, slash, nook, trip, 
high stick, or check the living 
day-lights out of the other CU 

But if you step over the 
line, the refs will penalize 
you. [hen coo! 
your Skates In \ 
the penalty box. » 

The goalofthe 
game is to score and ° 
brawl your way to the we 
Stanley Cup. To get there, “~#™ 
youll face-off against eVery _ intense, head-banging 


realism makes NHL Hockey the 


obstacle tne DIOS do. hottest game Once. 


EL EC TRONIC rere 


Licensed by Sega Enterprises Led. . 
or play on age SEGA’ GENESIS” SYSTEM 


If you have all | the ric ght moves, you get invited This game d aeons y Bement ites any Everything measures up perfectly to the NHL. 
0 the big dance e—tl e Stanley Cup Finals punches. After you taste a few hip checks, For example, our Boston Garden ice is 
uel aie poke checks, and shoulder checks, smaller. Just like real life. 


youll know what we mean. 


Overtime periods. Power plays. Play-offs. Goon squads. 
Everythings the spitting image of hockey, Instant replays. 
Scouting reports. Rowdy crowd reactions. Sound and animation 

thatll level you. 

Take your best shot at the NHL. See your local 

game retailer or call (800) 245-4525 
to order NHL Hockey now 
Its the only way to play 
with the pros and still keep 
your teeth. 


ELECTRONIC ARTS’ 


NHL" Hockey is a a registere os demark of the National Hockey League. Stanley Cup™ is a trademark of the National Hockey 
League. NHL Ho ey™and John Mac Jen Fo tball™are t tademarks of Electronic Arts. "SEGA"and "GENESIS" are 


trademarks of Beem Eni 1terprises, Ltc 
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s many of you know, | spent late 
February and March recuperating 
from a cataract operation (success- 
ful) on my right eye. Since my left eye 
is sightless due to a baseball injury, 
this meant about five weeks without playing 
ae writing on the computer or reading 
nzines. 

There’s a stack of ‘zines on my desk for 
review. Some fans are already talking about 
a fanzine glut. | agree that many fanzine edi- 
tors might be happier coediting or contribut- 
ing, but | don’t think there can be too many 
fanzines. Each publication is the soapbox for 
the fan who produces it, and diversity of 
opinion can help shake the electronic-gaming 
world out of its tendency toward conformity 
and copycatting. 

That said, let’s dig into that heap! 


The Subversive Sprite, Vol 2, #3 


Lance Rice 
Rt. 1 Box 236-C 
Jasper, AL 35501 
$1.25—Monthly 
Ten pages 

It may have hit a temporary plateau after 
a period of great improvement, but The 
Subversive Sprite remains one of the liveliest 
fanzines on the scene. Editor Lance “Wild” 
Rice presents a bushel of opinions on comput- 
er and video gaming in a personable, ram- 
bling style that’s fun to read even when you 
disagree. 

And you will disagree, at least occasional- 
ly. Even Lance doesn’t always stay loyal to his 
previously published opinions. He can be 
infuriating when he discusses subjects about 
which he knows little, but he is a forthright 
and incisive critic of both games and profes- 
sional publications. His magazine reviews are 
always the thing | look for first when a new 
issue arrives. 


PANZINES TODAY 
AND TOMORROW 


by Arnie Katz 


MegaSports Wire #1 
Jeffrey Michael Tschiltsch 
10201 Kerrigan St. 
Santee, CA 92071 
$1—Occasional 


Eight pages 


The age of specialization has dawned in 


electronic-gaming fandom! This exceptional 


newsletter is devoted solely to Genesis sports 
games. The cover feature, for example, is a 
comparison of Lakers Vs. Celtics and Pat Riley 
Basketball. Not that the editor is a company 
lackey; he takes a tough stand on Sega’s 
Genesis advertising. 


The all-too-brief “From the Editor” reveals 
that Jeff is 27, and his inaugural fanzine cer- 
tainly reflects a mature and sophisticated out- 
look toward gaming. The same column men- 
tions that Jeff owns other systems, including 
an IBM. | hope that he will eventually extend 
coverage to include sports games on other 
systems foo. 


Video Plus #6 
Henry C. Sterchi and Bob 
Poerschke 
58 Perry St. 
Brentwood, NY 11717 
$2.50—Bimonthly 
140 pages 

The listed page count is no typographical 
error. This is a es buyer’s guide fanzine 
with dozens of reviews. Henry and Bob cover 
all brands of portable at corals video 
game systems. 

Video Plus shows that nothing can stop the 
dedicated fanzine editor. Henry and Bob 
didn’t have access to a typewriter or word pro- 
cessor, so they produced this amazing compi- 
lation in neat and legible handwriting! This 
issue’s editorial promises conventional typog- 
raphy in the next issue, but readers of Video 
Plus #6 will be glad these peniatig fans didn’t 


wait for that to share their fanzine with us. 


Video Scope #2 


Aaron Buckner 
9358 Cardinal Court 
Blue Ash, OH 45242 
$1.25—No schedule stated 
Ten pages 
Ultra Zone, 15-year-old Aaron Buckner’s 
first fanzine, gets a new name and a success- 
ful face-lift. Video Scope has a striking 
appearance that makes it especially easy to 
read, though the editor is still learning the 
mechanics of assembling a publication. 


The cover centers on the NES, Game 
Boy, Lynx and Genesis, although arti- 
cles like the one on variety in 16-bit 
cartridges and the “Letter From the 
Editor” column discuss the entire video- 
gaming field. 

The ‘zine’s most unusual feature is that 
three critics review each game. Un- 
fortunately, the panelists use pseudonyms. 
The comments would mean more if this 

trio wrote under their real 


The Subversive Sprite has a feistiness 
that distinguishes it from all the other 
fanzines. Add some spice to your hobby and 


try a copy. 


If you want to see sample copies of 
many of the top current fanzines—or 
if you’re a fanzine publisher looking 
for names for a mailing list— 
ViDEOGAMES & CompuTER ENTERTAINMENT 
can help you. The Fanzine Readers 
List is available to any fanzine editor 
who sends a self-addressed stamped 
envelope. Anyone can be included on 
the list by simply writing and asking. 
In either case, here’s the address: 
Arnie Katz, 330 S. Decatur, Suite 152, 
Las Vegas, NV 89107. 

_ The second Fanzine Readers List, 
with over 100 active names, is cur- 
rently available. A new one, with 
every name requalified, will be ready 
in early fall, so get those names to me 
as quickly as possible. 


names. 


~ of course, cash. 
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718-229-1435 


NINTENDO 
We Sell $13.95 
We Buy $4.00 


110 YARD FIGHT 
01942 

COADV. OF BAYOU BILLY 
COADV. OF LINK 
CALPHA MISSION 
COATHENA 
COBALLOON FIGHT 
CBASEBALL 
COBIONIC COMMANDO 
COCASTLEVANIA 
CCLU CLU LAND 
CICOMMANDO 
CIDEADLY TOWERS 
CIDEMON SWORD 
CDOUBLE DRIBBLE 
CODRAGON POWER 
CODRAGON WARRIOR 
CEXCITEBIKE 
COFAXANADU 
CFRIDAY THE 13TH 
COGAUNTLET 
COGHOSTS N GOBLINS 
OGOLF 

OGOLGO 13 
OOGOONIES | 
COGOTCHA 
CGRADIUS 
COGUMSHOE 
COGUNSMOKE 
CHYDLIDE 

COICE CLIMBER 

CUICE HOCKEY 
CIKARI WARRIORS 
CIKARI WARRIORS I 
CORON TANK 
CJACKAL 

COKARATE CHAMP 
COKARATE KID 
CKINGS KNIGHT 
COKUNG FU 

COKUNG FU HEROES 
CLEGACY OF THE WIZARD 
CLEGEND OF KAGE 
CLEGEND OF ZELDA 
COLIFEFORCE 
COMACH RIDER 
COMAGMAX 

COMETAL GEAR 
CMETROID 
COMUSCLE 
COOPERATION WOLF 
COOTHELLO 
CPLATOON 
CIPRO-AM RACING 
CORAID ON BUNGLING BAY 
CORAMBO 
CORENEGADE 

CORUSH N ATTACK 
OORYGAR 

COSECTION Z 
COSEICROSS 
COSIMON'S QUEST 
COSKATE OR DIE 
OOSPY HUNTER 
COSPY VS. SPY 1 
COSTAR FORCE 
COSTAR VOYAGER 
OOT&C SURF DESIGNS 
COTABOO 
COTIGER-HEL! 

COTOP GUN 

COTRACK AND FIELD 
COTRACK AND FIELD 1! 
COTROJAN 

COURBAN CHAMPION 
COWILD GUNMAN 
CWINTER GAMES 
COWIZARDS & WARRIORS 
COWORLD RUNNER 3-D 


SINCE 1982 


COWRECKING CREW 
COXENOPHOBE 
OOXEVIOUS 


We Sell $16.95 
We Buy $5.00 


08 EYES 

(11943 

0720 

DCOADV. OF DINO RIKI 
DCOADV. OF TOM SAWYER 
DCOADV. OF LOLO 

DCOALIEN SYNDROME 
COAMAGON 
COANTICIPATION 
COARCHON 

COASTYANAX 

CJBABY BOOMER 

COBACK TO THE FUTURE 
COBAD DUDES 

COBASES LOADED 
COBLASTER MASTER 
CJBOMBERMAN 
COBREAKTHRU 

COBUMP N JUMP 

COBURAI FIGHTER 
COBURGERTIME 

COICASTLE QUEST 

COCITY CONNECTION 
COCLASH AT DEMONHEAD 
COCOBRA COMMAND 
COCOBRA TRIANGLE 
COCODE NAME VIPER 
COCONTRA 

COCYBERNOID 

CIDASH GALAXY 
CODEFENDER OF THE CROWN 
CODEFENDER II 

CODESERT COMMANDER 
CODESTINATION EARTHSTAR 
DR. CHAOS 

OR. JEKYLL & MR. HYDE 
DONKEY KONG 

DONKEY KONG JR. 
DONKEY KONG 3 
DOUBLE DRAGON 
ELEVATOR ACTION 
COELWAY'S QUARTERBACK 
COFESTERS QUEST 
COFLYING DRAGON | 
CIGHOSTBUSTERS 
COGODZILLA 

COGUARDIAN LEGEND 
OOGYRUSS 

HOOPS 

IMPOSSIBLE MISSION 2 
INDIANA JONES TEMPLE 
INFILTRATOR 
IRONSWORD 


AWS 
JORDAN VS. BIRD 
JOUST 
KARNOV 

KID NIKI 
COLEGENDARY WINGS 
COMAJOR LEAGUE BASEBALL 
CJMAPPY-LAND 
[JMARIO BROS. 
CMILON'S SECRET CASTLE 
COMONSTER PARTY 
MYSTERY QUEST 
NINJA GAIDEN 
NINJA KID 

PEBBLE BEACH 
P'RADIKUS 
POPEYE 

P.O.W. 

PREDATOR 

PRO WRESTLING 
PUNCHOUT 

RB! BASEBALL 
CORACKET ATTACK 


OOOOO0U 
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CORAD RACER 3-D 
OCORAID 2020 
CORAMPAGE 
CORESCUE 

CORIVER CITY RANSOM 
CJROBO WARRIOR 
COROLLING THUNDER 
CISHADOWGATE 
COSKYKID 

COSKY SHARK 
CISLALOM 
COSNAKES REVENGE 
OCOSOCCER 
COSPELUNKER 
COSTAR SOLDIER 
CISTINGER 
COSTRIDER 

COTAG TEAM WRESTLING 
COTARGET RENEGADE 
COTENNIS 

COTERRA CRESTA 
THREE STOOGES 
THUNDERCADE 

TO THE EARTH 
TWIN COBRA 
TWIN EAGLE 
VINDICATORS 
VOLLEYBALL 
COWILLOW 
COWRESTLEMANIA 
COZANAC 


We Sell $22.95 
We Buy $8.00 


COABADOX 

OA BOY AND HIS BLOB 
OCOACTION KUNG FU 

COADV. IN MAGIC KINGDOM 
COADVENTURE ISLAND 
COADV. OF LOLO 2 
COAFTERBURNER 

COAIR FORTRESS 
COAIRWOLF 

QCOALL PRO BASKETBALL 
COARKISTAS RING 

COBACK TO THE FUTURE 2&3 
COBAD ST. BRAWLER 
COBATMAN 

COBATTLE OF OLYMPUS 
COBATTLE TANK 
COBIGFOOT 

COBLADES OF STEEL 
CJBOULDER DASH 
CIBUBBLE BOBBLE 
CICABAL 

COCAPTAIN COMIC 
CICAPTAIN SKYHAWK 
OCOCASINO KID 

COCASTLE OF DRAGON 
COCHALLENGE OF DRAGON 
OOCHILLER 

CIRCUS CAPERS 

COMIC CAPER 

CRYSTAL MINES 

CYCLE SHOOTING 
DEXTERITY 

DIG DUG | 

DOUBLE DARE 

DONKEY KONG CLASSICS 
CODONKEY KONG JR. MATH 
CODRAGON SPIRIT 
CODUNGEON MAGIC 
CIDYNOWARZ 

OCOF-15 CITY WAR 
COFANTASY ZONE 

COFAST BREAK 

OOFIGHTING GOLF 

COFINAL MISSION 

COFIST OF THE NORTH STAR 
COFREEDOM FORCE 
COGALACTIC CRUSADER 


CIGALAGA 
CIGALAXY 5000 


OOO0000 
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COGHOSTBUSTERS 2 
COGILLIGANS ISLAND 
COHEAVY BARREL 
LCJHEAVY SHREDDIN 
Ol CAN REMEMBER 
COIMAGE FIGHT 
CUJEOPARDY 
CUJEOPARDY JR. 
CUJEOPARDY 25TH ANNIV. 
CUJOURNEY TO SILIUS 
COKICKLE CUBICLE 
OKID ICARUS 
OOKID KOOL 
COKING NEPTUNES ADV. 
COKINGS OF THE BEACH 
COKIWI KRAZE 
CIKLAX 
COKNIGHT RIDER 
CILAST STARFIGHTER 
COLODE RUNNER 
COLOOPZ 
LOW G MAN 
MAD MAX 
MAFAT CONSPIRACY 
MAGIC OF SCHEHERAZADE 
MARBLE MADNESS 
MARVEL’S XMEN 
COMASTER CHU 
CJMECHANIZED ATTACK 
CIMICKEY MOUSECAPADE 
COMIGHTY BOMB JACK 
C)MILLIPEDE 
CIMISSION COBRA 
COMULE 
LINARC 
CONFL 
CININJA GAIDEN |! 
CINOBUNAGAS AMBITION 
CORB 3-D 
CJPACMAN 
COPERFECT FIT 
CLJPESTERMINATOR 
CJPHANTOM FIGHTER 
COPICTIONARY 
COPINBALL 
COPINBALL QUEST 
COPINBOT 
COPIRATES 
CJPRINCESS TOMATO 
CIPUSS N BOOTS 
COQBERT 
CORALLY BIKE 
COREMOTE CONTROL 
CIRING KING 
CJROAD BLASTER 
CJROAD RUNNER 
CJROBOCOP 
COROBODEMONS 
COROCKET RANGER 
CROCK N BALL 
COROGER RABBIT 
CISHINGEN THE RULER 
OCOSHINOBI 
COSHOOTING RANGE 
COSILENT ASSAULT 
OCOSILENT SERVICE 
COSILKWORM 
COSNAKE RATTLE ROLL 
CISOLAR SYSTEM 
CISOLOMONS KEY 
COSOLSTICE 
COSPOT 
COSQO0N 
COSTARSHIP HECTOR 
COSTEALTH 
CJSUPER DODGE BALL 
CJSUPERSPIKE V BALL 
CISUPER SPRINT 
COSUPER PITFALL 
COTAGIN DRAGON 
COTECMO BASEBALL 
COTEEN NINJA TURTLES 
COTIMELORD 
OCOTOP GUN II 
COTOTAL RECALL 
COTURBO RACING 
COULTIMA 
OOWALL ST. KID 
COWHEEL OF FORTUNE 
COWHEEL OF FORTUNE 
Family Edition 
COWHEEL OF FORTUNE JR. 
CJWIN LOSE OR DRAW 
LJWIZARDRY 
COWORLD GAMES 
COWORLD GRAND PRIX 
COWRATH OF BLACK MANTA 
COXEXYZ 
COYO! NOID 


We Sell $29.95 
We Buy $12.00 
CAIRBALL 


OOOO 


COARCH RIVALS 

COBAD NEWS BASEBALL 

COBASES LOADED 

COBATTLE CHESS 

QCOBIG BIRD 

COBUGS BUNNY CASTLE 

CIBUGS BUNNY BIRTHDAY 

COCALIFORNIA GAMES 

COCALIFORNIA RAISINS 

COCAVEMAN GAMES 

COCHIP N DALE 

CICLASSIC CONCENTRATION 

COCONFLICT 

COCONQUEST CRYSTAL 
PALACE 

COCRYSTALIS 

CODAYS OF THUNDER 

CODEATH RACE 

CODESTINY OF AN EMPEROR 

QCODICK TRACY 

CODIRTY HARRY 

CJDOUBLE DRAGON II 

CODR. MARIO 

CIDRAGONS CURSE 

CIDUCKTALES 

LIDUSTY DIAMOND 

SOFTBALL 

COEVERT AND LENDL TENNIS 

COFINAL FANTASY 

CIFORMULA 1 RACING 

CJFRANKENSTEIN 

(CJFUNHOUSE 

COGAUNTLET 2 

COGOAL 

COGREMLINS 2 

COHARD DRIVIN 

COHEROES OF THE LANCE 

[JHOLLYWOOD SQUARES 

COHUNT FOR RED OCTOBER 

COINDIANA JONES LAST CR. 

LJJACK NICKLAUS GOLF 

CIJACKIE CHAN'S KUNG FU 

COKLASH BALL 

COLUNAR POOL 

COMANIAC MANSION 

(J]MEGAMAN 

CJMEGAMAN 2 

CJMENDEL PALACE 

CJMETAL FIGHTER 

CJMETAL MECH 

COMIKE DITKA FOOTBALL 

COMUPPET ADVENTURE 

CININJA CRUSADERS 

CJPAC-MANIA 

CJPALAMEDES 

() PAPERBOY 

CJPIPE DREAM 

LIPLAY ACTION FOOTBALL 

COPUNISHER 

CORAD GRAVITY 

CJRAD RACER |! 

CJROLLERBALL 

CJROMANCE 3 KINGDOMS 

CISESAME ST. ABC 

COSESAME ST. 123 

COSHADOW OF THE NINJA 

COSILVER SURFER 

COSKATE OR DIE 2 

COSKI OR DIE 

CISKULLS & CROSSBONES 

LISNOOPY 

SOLAR JETMAN 

STAR TROPICS 

STREET FIGHTER 2010 

COSUPER C 

COSUPER GLOVEBALL 

[JSUPER OFF ROAD 

SUPERMAN 

[JSUPER MARIO BROS 2 

LJSWORDS & SERPENTS 

COTECMO BOWL 

COTECMO WORLD 
WRESTLING 

COTETRIS 

COTHUNDERBIRDS 

COTOMBS & TREASURES 

COTOOBIN 

COTRICK SHOOTIN 

COULTIMATE BASKETBALL 

COWWF CHALLENGE 

COWAR ON WHEELS 

C)WEREWOLF 


We Sell $34.95 
We Buy $20.00 


CLJBASEBALL SIM. 1.000 
CIBASEBALL STARS 
COBLACK BASS 
CICHAMPIONSHIP BOWLING 
CICHESSMASTER 
COCHUBBY CHERUB 
CIDOUBLE DRAGON II! 
CIDRAGON WARRIOR 2 


‘ejeie) 


C) 


COGENGHIS KHAN 

LITTLE NEMO 

MS. PACMAN 
MEGAMAN 3 

RBI BASEBALL |! 

SIDE POCKET 

SUPER MARIO BROS. 3 
TEEN NINJA TURTLES 2 
THE SIMPSONS 
COULTIMA QUEST AVITAR 
COVEGAS DREAM 


SEGA GENESIS® 
We Sell $24.95 
We Buy $10.00 


LJAIR DIVER 

OCOALEX KIDD ENCH. CASTLE 
CJATOMIC ROBO-KID 
CJBUDOKAN 

LJBURNING FORCE 
COCOLUMNS 
COCYBERBALL 

COFINAL ZONE 

COFIRE SHARK 
CJIGHOSTBUSTERS 
CJGHOULS AND GHOSTS 
COHERZOG ZWEI 

CJKLAX 

CILAST BATTLE 
CJIMOONWALKER 
COMYSTIC DEFENDER 
CUPAT RILEY BASKETBALL 
CPHELIOS 

CORAMBO II! 

COSHADOW BLASTER 
COSHOVE IT 

COSOCCER 

_JSPACE HARRIER II 
"JSUPER HANG ON 
CISUPER THUNDERBLADE 
CITARGET EARTH 
COTHUNDER FORCE || 
[TRAMPOLINE TERROR 
COTRUXTON 

COWHIP RUSH 

COZANY GOLF 

OZ00M 

We Sell $29.95 
We Buy $15.00 


LJAFTERBURNER 2 
ARROW FLASH 
BATTLE SQUADRON 
BEANBALL BENNY 
BIMINI RUN 
BUSTER DOUGLAS BOXING 
CURSE 

CIDANDO 

CODICK TRACY 

OODJ BOY 
LIDYNAMITE DUKE 
JE SWAT 

CIFINAL ASSAULT 
LIGRANADA 

COHARD DRIVIN 
COHELLFIRE 
COINSECTOR X 
COISHIDO 
COPOPULOUS 
COSUPER VOLLEYBALL 
COSWORD OF SODAN 
COTECHNOCOP 
COTOURNAMENT GOLF 


We Sell $34.95 
We Buy $20.00 


COGOLDEN AXE 

COJOE MONTANA FOOTBALL 
COJOHN MADDEN FOOTBALL 
COLAKERS VS. CELTICS 
CIMICKEY MOUSE 
CIMONDUS FIGHT PALACE 
CJMUSHA 

COREVENGE OF SHINOBI 
_JSHADOW DANCER 
CISPIDERMAN 

COTHUNDER FORCE III 
TOMMY LASORDA 
BASEBALL. 


We Sell $39.95 
We Buy $20.00 


CIPHANTASY STAR || 
CISTRIDER 

CISWORD OF VERMILLION 
CJWRESTLE WAR 


We Sell $24.95 
We Buy $10.00 
ALL TURBO- 
GRAFX-16 
GAMES 


SIREN Gi Ci 


DODO 


q 


ORDERING INSTRUCTIONS: Please send all orders to PLAY IT AGAIN, P.O. Box 6718, Flushing, NY 11365. MINIMUM ORDER: $10.00. PLEASE PRINT CLEARLY. U:S. funds only. 
NO FOREIGN ORDERS. In Canada only, write to: Microplay Video Games, 2555 Dixie Rd., Mississagua, ONT L4¢Y 4C4. Add $3.50 for shipping and handling on each order; $8.50 for Alaska, 
Hawaii and Puerto Rico. We do not accept credit cards. New York residents must add appropriate sales tax. Personal check will delay shipment up to three weeks. All U.S. shipping is by United 
Parcel Service. If you order three or more Nintendo or Sega cartridges in one order and list alternates for each we will pay the shipping (U.S. only). We reserve the right to refuse any order. 
All used Nintendo cartridges are sold with a one-year limited warranty. We puta (invisible to the eye) numbered code on all cartridges sold. If the cartridge case or chip is tampered with, damaged or 


abused, warranty will not be honored. Order with confidence. WE ALSO BUY & SELL GAMEBOY, GAMES 
, SYSTEMS, 
SEND $1.00 FOR CATALOG OF OVER 1000 TITLES 718-229-1435 SEGA MASTERS & ATARI 2600 


SHIPPING INSTRUCTIONS: Send to PLAY IT AGAIN, Dept. 1B, 67-25B 186 Lane, Flushing, N.Y. 11365. Please Print Clearly. Wrap cartridges securely. If you send (5) five or more 
Nintendo or Sega cartridges at one time we will add $2.00 to the total amount due. Please ship by UPS or U.S. Mail. We will deduct $1.00 for each missing instruction booklet, 50¢ for missing slip 
case for Nintendo cartridges and $2.00 for missing 3-D glasses. $3.50 will be deducted for any cartridge we have to ship back to you. If your package is not received by August 31, 1991, we wil pee 
you using list *22 effective September 1, 1991. We pay $1.00 for broken Nintendo cartridges. 50¢ deducted for missing Atari instructions. 

We are not related to or endorsed by any of the manufacturers of the products contained in this list. We reserve the right to refuse any purchase or sale. Price subject to 
change without notice. Not responsible for typographical errors. All items subject to availability. OPLAY IT AGAIN 1991. All Rights Reserved. 


CIRCLE #126 ON READER SERVICE CARD. 


RENOVATION DOES WHA 


And seven year olds. And 22 year olds. And 
even the old-timers at Video Games & 
Computer Entertainment. Where they 
awarded Renovation Products with the 
Best Science-Fiction Video of 1990 for 
Whip Rush — one of seven heart- 
pounding titles currently released. 


If that isn't enough, Whip Rush was / fre 
awarded the “Standard of Excellence” ORE 
award trom SEGA. 


"Best SCIENCE. Fiction 
= OF 1990 © 


ise AMES & 
UTER ENTERTAINMENT 


Which goes to show, when you're 


a winner, youre bound to make 
some waves. 


We're making waves 


with other hot action games like Final Zone, 
Arrow Flash and Granada. 


You can blow enemy ships into oblivion 
with our #1-rated 8-meg shooter — Gaiares. 
If action adventure is your thing, then Valis 
Ill is awesome. (It’s the 8-meg sequel 

to the other great Valis games.) 


~ Game Rating 


SO 


Graphics Sound Gameplay FunFactor Challenge 


You'll face a wild, imaginative assortment of 
fierce enemies in Gain Ground (for two players). 
Whip Rush, the award-winning sci-fi adventure 
game will blow you away! Arcus Odyssey (soon to 
be released), is a killer 8-meg role- 


ny ' 


1 
Vis 


playing action game. And with 
a ae Dinoland (another soon to be released 


game), you can join Dinobunz and his triends on a wild, 
prehistoric adventure — pinball style! 


Our critics have spoken. And we say “thanks’ 


For the hottest SEGA™ Genesis™ games — you 
can count on Renovation Products. 


Hang on to your controller, 
cause Renovation does what 
nineyearolds . 


& OFFICIAL ~ 


nt. &_ say 
Wall GENESIS) 


BR SEALOF & 
@ QUALITY «4 


@ Gf 


987 University Ave., Suite 10 
Los Gatos, California 95030 


WHIP RUSH, FINAL ZONE, ARROW FLASH, GRANADA, GAIARES, 
VALIS Ill, GAINGROUND, ARCUS ODYSSEY AND DINOLAND ARE 
LICENSED BY SEGA ENTERPRISES, LTD. FOR PLAY ON THE 
SEGA™ GENESIS™ SYSTEM. SEGA AND GENESIS ARE 
TRADEMARKS OF SEGA ENTERPRISES, LTD. 


THE GAMEPRO™ NAME AND LOGO ARE TRADEMARKS OF IDG 
COMMUNICATIONS/PETERBOROUGH, INC. ELECTRONIC GAMING 
MONTHLY IS A TRADEMARK OF SENDAI PUBLICATIONS, INC. 
VIDEOGAMES & COMPUTER ENTERTAINMENT IS A TRADEMARK 
OF L.F.P. INC. 


| ©1991 RENOVATION PRODUCTS, INC. RENOVATION PRODUCTS, 
SINC. IS A SUBSIDIARY OF TELENET JAPAN LTD 
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INTENDO 
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he Cobra organization is at it again— | — 
trying to take over the world has be- | 
come the favorite pastime for this 
group of villains. Luckily, the G.I. Joe 
Team is on the ball and seems to 
stay one step ahead of Cobra and his gang of | 
thugs. 
Last month we took a look at Levels 1 
through 3; this month we'll finish the game. 
.; Look in the Easter Egg Hunt section on page 
32 for a complete rundown of codes for 
Quests 1 through 3. The only noticeable differ- 
ences between the quests are that you can 
only choose two of the five characters in the 
second and third quests to enter each mission 
instead of the three you can choose in the 
first, and the checkpoints where you’ll set the 
bombs in the second level of each mission 
are in a different location. 


Seti 


Enter along)tiewall on the left to 
get some felpfiljitems, then fall 
down through the fidor to get the 
Cobra Pogo. “~~ 


From the start to the beginning of 
the rock cliffs, you’ll have to deal 
with these guys, Take your time 
and wait for them to make the first 
move, then jump over them to the 
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if you still have the Cobra Pogo 
wien you reach the top, you can 
jump through the rock on the far 
right and take it with J: as you’ 
battie the A. G. P. 


Take your time and use the Pogo 
=== to your advantage by taking out 


the enemies frau. across the Way. 


A.G.P 
LEVEL 4-1 END BOSS 


If you have made it to this point 
with the Cobra Pogo, you can 
defeat the A.G.P. fairly quickly. 
Your biggest obstacle will be the 
homing missile fired at you by the 
A.G.P. But battling it out on foot 
isn’t that much more difficult—it 
just takes a little longer. As long 
as you dodge the homing missile 
and concentrate your fire power 
on the active A.G.P. (not the 
shadow), you'll be fine. 
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in Quests Zand 3 youul 
need to fall down 
through the rock to find 
a checkpoint. 
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~ 
Walk through the wall to 


exit is above you, this 
could be your last. Either. 
Way, you'll need to jump 
into the right side of the 

; rock, cling to the wall, 
then go through the rock 


te Land onto the ledge. 


se, Me Beis ® 


‘At both these points.in 


Falling through the rock = 
on the far-right side will — 
lead/ you to a Gobra 

Boar, 


Road Pig 
LEVEL 4-2 END BOSS 


Work your way up the conveyor 
belts to this point, and wait to see 
where Road Pig is going to throw 
the boulders. 


If he throws the rock against the 
wall, wait until it bounces off, and 
as it reaches its highest peak after 
the ricochet, jump to the conveyor 
belt above. Try to stay on the right 
side of the conveyor belt so that 
when he throws the boulder 


straight down at you, you can 
move to the left side of the 
conveyor belt and jump to the one 
above. 


i 


Once you make it to the top 
conveyor belt, it’s time to blast 
him with as many shots as you 
can—probably two—before you 
have to move back down to the 
conveyor belt below, which is 
where you’ll want to wait for Road 
Pig’s next move. The easiest way 
out of the fight is to have three 
fully powered players with full 
health. Then you can stay on the 
ledge and blast him. As one 
character gets low on health, 
switch to another, but be ready to 
pound Road Pig with at least 25 
shots. 
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Voltar starts off at the bottom with 
you at the top. If you jump up in 
the air, this will cause Voltar to 
also jump up onto the next level. 


Once you have the Gobra 
interrogator, there are two ways: 
you Can go through this level /You 
can go for all the power-ups and 
take your chances when you lose 
#&— the Cobra Interrogator, or you'can 
cut the corners as close as you 
can, avoiding all the power-ups 
and most of the enemies. You’l/ 
_Still have a chance of losing the 
«obra Jnterrogator, but at least 
“youlipbe’closer to the top. 


You catrshoot away the wall to 
expose the entrance to a Cobra 
* Interrogator, but first you might 

3 want fo use your grenades (or 
Snake Eyes’ magic if you have 
him in the party) to shoot the 
bullets from these cannons. That 
Way you can build up your health, 
ammo, weapon power and score, 


Voltar 


Sahara Desert Bas 
LEVEL Galeee | 


Soaps ms 


\ Be careful ofthe Cobra 
interrogator, at the top, 


problem. 


Cobra Bugg is split into 
three sections that you 
must defeat. The first is 
this gun position, which 
shouldn’t be much of a 


ieee Ml ame 4 


in a surprise attack—and as it - 
turns out; hed|/be your toughest 
opponentinithetevel, 


Cobra Bugg 
LEVEL 5-1 END BOSS 


comes into play, you 
Rock&Roll (if you 


out the guys on the 
scooters. 


For the third section, the only 


serious problem you’ll have 
comes from the grenade-thrower 
in back. Simply jump to avoid, and 


blast away at the gun position and 
the guy in back. 


LEVEL 4-3 END BOSS 


a y , : 0 
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Once Voltar is on the second 
level, move your character to the 
side that Voltar first lands on—in 
this case, to the right. Now jump 
so that Voltar will jump up to the 
top level and blast him. Once he 
reaches the end, Voltar will fall 
back down to the second level. 


Move your character to the 
opposite side, and jump to bring 
Voltar back up. If the laser on the 
top lights up, quickly get down to 
the second level, you’re about to 
get zapped. 
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In this level most of the power-ups 
can be found hiddeninthe sand) » ~ 


ite 


This guy will jump out of the sand ce 


~ 


Once the center section 
might want to switch to 


haven’t already) to take 


om Re 
4 


In most cases, the easiest way to 
get rid of these laser-firing vipers 
is to punch your way out. 


Youul run into a whole © 
the gunfire of the.gurship. Using mess of them near the 
grenades, you can take out all ‘end: 
three guns, Try to position 
yourself'to the right of the 
entrance) just out of reach of the 
shots, but somewhere you can 
still lob the aaa 


es 


You’ i know. that you've reached 
the end when you see level 
ground. 


After you go pirat this section, pl i As you know, since you've made it 
go to the top of the shaft. This is through the walls. Whenever you _ this far, you can either enter from 
“where you'll need: to go to get fo see these blocks, shoottoopena the bottom or the sides to getto - 

. the rest of the memes, : ‘- ‘spot where you can find hidden the power-upsainy 


LEVEL 5-2: 
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After you place the bomb 


, You can Fall and jump After you Weis the | “Enter saicoirati’ the sight ; 
at the checkpoint, jump) through this space in the bomb) fall through the ; ‘side to get the pour 
back up to get He: Cobra | | ‘girder, Ifyou get to the floor, to. get to tire Subs BPS: a 
Interrogator, ~ | _ checkpointatthevlert Boar, 

| ‘Jast, you can use it as a 

erroricut to ie exit: 

If you get to this checkpointilast; bullets trom the wall- ounlea _ the average, youd probably get 
you can set your characterom tie) GUIS: if you Know this level|\well about 800)extra bullets. When the 
raised gird the level below, and canget through it quickly, — CiOCK gets:to 30 oF So; Start for, the . 


and by gettir the leftedge + you can have\about400)to 450 exit, Be sure to use tie siyrisn fo 

(while facing e left) throw " ficks left on theiclock to getextray tie none: 

grenades in the-air to destroy, the. ammo and other power-ups, On | 
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Golubulus 


LEVEL 5-2 END BOSS 


SEEVEL 523 


* 


: By following the map; you Can see 


It really doesn’t matter which side | 4fi8 iss cra souetera tay 


you start working yourway upon, wall Sa ssseio sey nor ile 

but for the most part it willneedto | Sitar wiilass youl “ERO Stay 

be in an “S” motion for you to | Gown when\choosing a path to 
make it to the top. Once there you —fulfaz, In this [s 7a Ona an 
can set your character onaperch, | uitigh tins UEC tai | 
like the one shown inthe picture. yun vac(uieae arte 


It’s just a matter of repeated 


jumping and firing when you’re on 


timeithe best. way, to get through 
thedevel is to Slowly inch through 


the perch. Another option is to the enemies:6nthe’Screen so that. 
leave a block in the same position only half of them\are showing, | 


that the white one in the bottom then blast them. 


left-hand corner is in. Then you 
can stand and fire without fear of 
being hit by Golubulus’ shots. 


hgh 
bee 


om 


General Hints 


There are only three helpful tips that will be of any 
real use: 

* When one of your team members is about to die, 
switch to another team member. Don’t let a team 
member die if you can help it. If you do, his weapon- 
power level will go down. 

¢ Try to get all your characters’ weapon-power 
level to the maximum. When the character you’re 
using is at the maximum and you come to another 
power-up, switch to a lower-level character to build 
his power up. Running around with all five charac- 


ters at their peak will obviously make the game a lit- | 


tle easier. 
¢ Check every inch of each section. There’s no 
telling when you’ll find a secret passage that will 


lead to a Cobra Pogo, Cobra Interrogator or a Cobra fem 


Buzz Boar. 


Cobra Commander 
If you have General Hawk, you can and Rock&Roll are good back- 


hover at about the same pos 
in the photo and blast Cobra 


ition ups. Then it’s just a matter of 
Staying in the left-center of the 


Commander. The only thing you screen while you jump from 
have to worry about is the ray that platform to platform. Your best 


the eye behind you shoots. 


chance for a shot at Cobra 


However, if you don’t have the Commander will come when 
services of General Hawk for the you're on a large platform. Once 
last battle, you’ll have to have you defeat him, you'll get a special 


someone that can jump and 
some decent fire power—Du 


has message and a password for the 
Kee next quest. 


EEVEL 6-4 


babii. ee, a ee ee ee i hk te a ee Pein  —s 


Again, unless you have to get - 
these power-ups, stay onthe. 


- lower part of the level, - 


Cobra Command 


Headquarters, 


A a OR A SO ae 


Se a 


a Ss) Sa 
P< sv, 


Go ahead and get the Cobra Pogo 


located here. It never hurts to 
have a little extra protection 
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Be caret of this guy 
streaking through the air 
at the end. 


Use Pcneral Hawk's flight pack to 
your advantage and stay on the 
top of the corridor. When you get 
to the other Side of the ENEMY E fall 


aus destroy. 


% a4 5% | 
oor oae (IF “= o = 
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= a jee aa OM rar rr i eral ree ges PP goes i ea - -_— - ¢ 
iy ‘ ow ~ ih ill a a 
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+5 HBSS ge 1-2 = 
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we 


| 10 Start the level offion a good 
“note; Shioot down through the 
floor-on the rightto reach the 
checkpoint below, | 


If you be eae it, you v won tt beable 
to get theipower-ips hidden in the’ 
wall or the CHecKpointtiars 

hidden therein the later quest: | 
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Destro 
LEVEL 5-3 
END BOSS 


Destro will get into his 
vehicle and fly back and 
forth at the top of the 
screen. Note which 
direction he’s facing, and 
when he comes down to 
shoot at you, move 
behind him and let him 
have it. 


Once you’ve destroyed 
the vehicle, you’ll have 
to face Destro one on 
one. You’ve got three 
things working against 
you here. Destro is firing 
laser waves at you, and 
you have to stay on the 
pillars and keep from 
falling. To make matters 
worse, the screen is 
scrolling to the right, 
forcing you to jump, 
avoid and move all at the 
same time. Obviously, 
timing is critical. 


Even when Destro isn’t 
on the screen, you still 
have to be ready to jump 
as he fires at you from 
off the screen. 


lot of discussion concerning the 

violent nature of most video 
games. The arguments for and 
against this trend are many and 
varied, and, as always, both sides 
have a point, and both sides miss 
the point. Personally, I’m not 
against violence in video games, 
just as I’m not against violence in 
the movies...to a degree. Unfortu- 
nately, we live in a violent world, 
and our entertainment reflects 
that. The only trouble I have is 
when the violence is glorified, 
when force is used not as the last 
resort, but as the first. Call me 
strange, but watching some guy 
machine-gun down a hundred 
flunkies who just happen to be 
working for some baddie doesn't 
really impress me. 

In most video games there's 
usually a justification, however 
flimsy, for the extreme action 
depicted. The most common one, 
and one that I’ve moaned and 
groaned about many times before, 
is that someone (usually a woman) 
important to the hero has been 
kidnapped, and the hero must 
penetrate a fortress to rescue the 
kidnapee. 

I guess the most tiresome 
aspect is how utterly unrealistic 
these games are. Our hero can 
usually mow down dozens of ene- 
mies in seconds, often using only 
his hands and feet. Personally, I 
find few but more challenging 
opponents more interesting and 
believable. 


Kung Fu Master 


Irem America for the Game Boy 


[: recent months there’s been a 


Fortunately, your mission in this 
game is not to rescue some 
damsel in distress. Rather, it is to 
reach and penetrate the factory of 
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SOFTWARE 


by 
Maurice Molyneaux 


Kung Fu Master, by Irem, will match the gamer 
against a multitude of enemies on a scrolling 


playfield. 


the villainous Daddy Long Legs, 
where—now don’t groan—a 
“lethal concoction of Scorpion 
Juice and Petroleum was being 
manufactured with evil intent.” 
(Just what does one do with such 
a concoction? Bottle it as a soft 
drink?) You, the kung fu master, 
must reach Daddy Long Legs and 
put an end to his twisted plans. 
Your name? Leap. Bruce Leap. 


Okay, you can groan now. 

silly story aside, Kung Fu Mas- 
ter is another in the long line of 
games that pit you, punching, 
kicking and jumping, against 
hordes of enemies in a scrolling 
playfield. You fight your way 
through the opposition, complet- 
ing each section and defeating the 
bodyguard (a level “boss” by any 
other name) of that section. You, 
as Mr. Leap, can punch and kick, 
duck and execute leaps and flips 
to avoid and attack enemies. You'll 
encounter kung phooeys, chain 
whippers, Chainsaw Freddy, 
Pugsly Ugsly, Abdul and others 
with cute names. On the way 
you'll fight your way through town 
and the crates of a port, on top of 
a speeding train and into the fac- 
tory itself. 

The “henchman” baddies are 
all pretty easily dispatched. The 
“boss” is the real challenge. I’m 
afraid this kind of thing is starting 
to wear thin, because I find it frus- 
trating that I have to waste all 
kinds of time just trying to get to 
the real challenge. The henchmen 
are just sort of “busy work” to 
give you something to do between 
bosses. 

The graphics on Kung Fu Mas- 
ter are about as average as they 
can be for the Game Boy. They are 
clear enough but not really 
substantially stunning to be 
impressive. The sound is also 
about average. As for game play, 
the controls are simple enough, 
though mastering the flips isn’t 
quite that easy. My only really 
major gripe with Kung Fu Master 
is that I was able to get about 
halfway through the game within 
the first hour that I played it, 
which indicated that this would be 
one Game Pak that I could finish a 
little too easily for my own individ- 
ual taste and capabilities. 
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Ninja Gaiden 
Atari for the Lynx 


The arcade favorite Ninja 
Gaiden is now on the Lynx. The 
Atari translation of this game 
appears to be fairly accurate, 
though I was never much ofa 
player of the arcade version and 
couldn't spot all the differences 
that I suspect must be there. 

In the game, you are attempt- 
ing to become a Ninja Gaiden, and 
the last step in your training is to 
complete a dangerous quest. You 
must vanquish the evildoers who 
have captured the sacred Silent 
City and 
turned it |iam 
into a filthy |e 
den of cor- 
ruption. The 
action is pre- 
sented ona 
horizontally 
SGrailing 
playfield 
that goes 
from left to 
right. You 
must fight off seven types of 
enemy to.succeed, including the 
numerous masked ninjas, the 
troublesome lumber ninjas (who 
look like hairy sumo wrestlers 
swinging logs!), etc. Your even- 
tual goal is to reach the Silent 
City’s palace and confront the 
mighty Dark Lord—a large, sabre- 
armed behemoth. 

The graphics in Ninja Gaiden 
are surprisingly good, particularly 
considering how small they are. 
You character moves with surpris- 
ingly smooth motion and, of equal 
importance, moves like a human 
being, not some weird robot (as 
many video-game characters do). 
Control is fairly simple, though it 
takes a few games to get the hang 
of some actions, such as using A 
to leap over an enemy and while 
in midair using B to flip him, or 
using A to leap and then trying to 
press Option 1 to grab an over- 
head bar. 

My only gripe with this game is 
that you can’t proceed until 
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you've eliminated all the enemies 
near you. That would not be so 
bad, except that the screen scrolls 
only in one direction, with the 
result that sometimes you get 
stuck in a teeny corner of the 
screen trying to fight off three or 
more enemies with absolutely no 
room to maneuver. 

Oh, well, who said being a ninja 
was easy? 


Operation C 
Ultra for the Game Boy 


As a reviewer, I frequently 
receive many games from the soft- 
ware manufac- 
turers that are 
incomplete or as 
industry people 
say, “a beta ver- 
sion.” Since that 
is often the case, 
the game usually 
doesn't arrive 
with a manual or 
IRBLTUCTIONS . 
With Operation 
C that’s exactly 
what happened. I was pretty 
much in the dark as to how to play 
the game and had no real clue 
about what the game’s objectives 
are. In a way, it made playing the 
game a sort of “trial-and-error” 
adventure. 

That said, let me say that I like 
Operation C. It’s one of those 
Rambo-type games where a single 
figure races through a seemingly 
ever-scrolling complex, blasting 
everything in sight. Simple, one- 
dimensional, yes. Fun to play, yes. 
The graphics are good, detailed 
without being overdone. The 
sound is above average too. Your 
on-screen alter-ego is easy to con- 
trol and hard to kill. Once you get 
the hang of aiming his weapon, 


Ninja Gaiden fans won't be disappointed with the 
graphics and animation in the new Lynx version. 


Operation C is a 
Rambo-type 
game where a 
single figure 
races through a 
complex, blast- 
ing everything in 
sight. 


jumping and picking up “power- 
ups,” you can play the game. 

I still don’t know just what 
“Operation C” is, or where play- 
ing it will eventually lead my 
character, but I don't really care. 
It’s a good game. It’s fast-paced, 
with enough action to hold my 
interest. 


Navy Seals 
Ocean for the Game Boy 


Based on last year’s motion pic- 
ture of the same name, Navy Seals 
consists of five levels, each a pro- 
gression of the “plot,” namely that 
of the Seals’ discovery of a cache 
of stolen “Stinger” missiles and 
their attempts to find and destroy 
them. In the first level of the 
game, your goal is locate the ter- 
rorist hideout somewhere in the 
harbor district. The second level 
involves storming the hideout and 
rescuing a helicopter crew that 
the terrorists are holding captive. 
In Level 3 you have to kill the ter- 
rorists as you make your way 
through a ship that will carry the 
Stinger missiles to their eventual 


Based on the motion picture, Navy Seals consists 
of five levels, each a progression of the “plot.” 


destination. In Level 4 you dis- 
cover that the ship was a decoy, 
and you must return to the city 
and find an informant (a reluctant 
one). Finally, in Level 5 you must 
penetrate the terrorist base and 
destroy the missiles. 

Your weapons consist of guns; 
either a handgun or (if the correct 
items are picked up) a machine 
gun. Your Seal can jump, duck and 
walk. He can shoot when stand- 
ing or ducking, but not when 
jumping (why?). Your opponents 
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are terrorists. Contact with any of 
them is instantly fatal. In really 
tough spots you can call on a Seal 
sniper, who quickly snuffs out all 
opponents on the screen. You can 
only call the Sniper twice per 
level, and you'll get a bonus if you 
don’t use him. 

The graphics in this game range 
from excellent (the title and inter- 
mission screens) to mediocre (the 
game screens). The characters are 
clear and easy to see, but the ani- 
mation is minimal, making the 
game somewhat static-looking. 
Like the other games reviewed 
this month, it is also a horizontally 
scrolling contest. 

I can’t say I loved Navy Seals, 
but it was an interesting enough 
playing experience. If you enjoy 
games of this type, you may want 
to check this one out. The one 
thing I did appreciate about the 
game was that it attempts to fol- 
low something of a plot. Simple as 
it is, it's a nice touch that helps 
make the game feel a wee bit 
more “real.” 


Battle Unit Zeoth 


Jaleco for the Game Boy 


Ten years ago metallic outer 
space aliens called greins 
attempted to invade the Earth. 
The invasion was repelled, but, 
unknown to humankind, the 
aliens secretly set about con- 
structing an underground base 
from which to renew their attack. 
Naturally, the people _ 
of Earth find this | 
undesirable, so guess 
who has been chosen 
to pilot Battle Unit 
Zeoth, “the latest in | 
anti-alien technol- [ee 
ogy”? Yup, you. 


guide your robotic 
fighter through five 
different scenarios 
(stages), avoiding and fighting off 
the invaders in a quest to destroy 
all of the “big commander” greins 
(yet more “bosses”). Your robot 
fighter can fly using his jet pack, 
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Battle Unit Zeoth suffers 


Your mission is to from the complexity of its 
controls, making it awk- 
ward and difficult in 
piloting the fighter ship. 


as well as walk on the ground. 
Your primary weapon is a rapid 
fire “Volcan.” When you destroy 
item containers one of five items 
will appear, and if you pick those 
items up, the destructive or 
defensive potential of your fighter 
will increase. The game ends 
when your “hyper shield” col- 
lapses, and your fighter is 
destroyed. 

Battle Unit Zeoth is a fairly 
mediocre Game Boy title with 
simple objectives, simple graphics 
and simple sound. The only thing I 
found surprisingly unsimplified 
were the controls, which are a bit 
awkward. I found it frustratingly 
difficult to get the hang of piloting 
my fighter and constantly blew 
myself up. Fortunately, there's a 
continue option so you don’t have 
to start from square one each and 
every time. Unfortunately, this 
game just didn’t “do it” for me. 
The video images just weren't 
detailed enough, the action wasn't 
interesting enough and the con- 
trols were a bit annoying. 


The Punisher — 
The Ultimate Payback 


LJN for the Game Boy 


The Punisher is one comic book 
character that you would think 
would make for one really slam- 
bang software title. Heck, his 
name alone says just about every- 
thing you need to know about 
him. He punishes evildoers, plain 
and simple. Your goal in the 
game is to “punish,” which 
means “snuff out,” the push- 
ers and dealers who work for 
the drug lord Jigsaw, your 
eventual target. In your 
quest to punish the guilty 
and protect the innocent, 
you'll fight your way through 
shopping malls, marinas, air- 
ports, South American jun- 
gles and, finally, Jigsaw’s 
underground base. 

Your primary weaponry consists 
of a machine gun, although you 
can also throw grenades and fire a 
rocket launcher. When you “pun- 


ish” some enemies, they leave 
behind supply icons that, if 
shown, add to your inventory. The 
most commonly useful items are 
machine gun rate-of-fire upgrades 
and ammo clips, but you can also 
gather grenades, rockets and bul- 
let-resistant (there’s no such thing 
as bullet-proof) Kevlar vests. 


LJN’s The Punisher—The 
Ultimate Payback is a 
pseudo-first-person perspec- 
tive game reminiscent of an 
old fashioned shooting 
gallery. 


Perhaps the most surprising 
thing about The Punisher game for 
the Game Boy is that the title 
character doesn't really appear in 
the game! The game is pseudo- 
first-person, as seen from the 
point of view of the title character 
as the view scrolls from left to 
right across the setting. This gives 
the game something of an old- 
fashioned shooting-gallery feel. 
One nice difference between this 
game and such a gallery is that 
The Punisher has limited ammuni- 
tion and must be careful to shoot 
only the bad guys and avoid hit- 
ting innocent bystanders. 

My only real problem with this 
game is that it’s sometimes diffi- 
cult to position your crosshair on 
targets in front of dark back- 
grounds; it’s too easy to “lose” 
track of them. Other than that 
small problem, The Punisher is 
actually a fairly good game. Give it 
a look. 

Gotta go! So many games, so 
little time! 


VG&CE * AUGUST 1991 


NEO A Quantum Leap Forward 


ADVANCED ENTERTAINMENT SYSTEM 


GFE O In Video Entertainment 


349" 


One New Hardware, One New Controller 
(NEO-GEO Silver System) 
With Trade-In of a Used Sega Genesis Deck 
and Any Three (3) Used Genesis Games. 


90-Day Warranty 


NEO*GEO Gold System Also Available 


FUNCO, INC. 


“THE WORLD'S LARGEST DISTRIBUTOR 
OF PREVIOUSLY PLAYED VIDEO GAMES!" 


FUNCO, INC. 
4948 Hwy. 169 N. 
New Hope, MN 55428 
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Ask About Our 1 Day Delivery Service! 


228m (612)533-8118 
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Blast someone 


out of the sky... 
on your lunch hour. 


Or blow ’em to smithereens. 
Or run ’em off the road. 

Play these Spectrum HoloByte 
head-to-head games and you’ ll experi- 
ence real competition. It’s no longer 
man vs. machine. It’s you against them. 
Anytime or anyplace. 

By using a network, a direct cable 
link or a modem, you can compete with 
people from across the office — or 
across the country. And you’ll do battle 
in real time! 

Imagine yourself in a supercharged 
Vette, racing down the streets of San 
Francisco against a real opponent! Or 
be a speed-burning Stunt Driver 
smashing your friends off the track. 
How about commanding an M-1 Tank 
and firing on someone... in New 
Jersey? Or climb into an F-16 cockpit 
and smoke your enemy in Falcon 3.0, 
the latest of the Falcon games — 
games so realistic they’re used in 
actual flight training simulations. 


Looking for an opponent? 
Connect through GEnie. 


Find your challengers for modem-capable games 
like FALCON or STUNT DRIVER through GEnie’s 
on-line services. Also get tips, hints and infor- 
mation on the games from other gamers or 
direct from Spectrum HoloByte. Non-prime time 
connect rate: $6 per hour. Call 1-800-638-9636 
for information. 


So if you’ re up for fast-paced, 
action-packed competition you have 
only one choice: Spectrum HoloByte 
head-to-head games. 


ADVANCED TECHHO ocr 


The F46 Fighter Simulation 


‘ 
: 
E x st 


Battle MiG-21s__ The most authentic Face MiG-21s 
and MiG-29s in F-16 fighter in areal Top Gun 


simulator ever. 


non-stop action. 


dogfight. 


5 
am. _— 
et Mere 


Modeled after the , 


Fightdeadly “Fly A-6s and F-4s 


enemies in a 12- in dangerous U.S. Army’s own 
mission Campaign. Vietnam skies. SIMNET. 


A new mind- 
boggler from the 
creator of Tetris. 


your 400+hp ’66 
Shelby Mustang. 


race on San 
Francisco streets. 


Available at your local software retailer or, for 
Visa/MasterCard orders only, call: 


1-800-695-GAME 


(1-800-695-4263/24hrs. a day/7 days a week) 
For availability or customer support 415-522-1164. 


A Division of Sphere, Inc 
2061 Challenger Dr., Alameda, CA 94501 
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3 issues of the Sun 


“Blast-On’ plus an o 
cord, erasable score 


LICENSED BY NINTENDO® 
FOR PLAY ON THE 


Ufouria: 
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With Trade-In of a Used Nintendo’ Game Boy ™ 
and Any Three (3) Used Game Boy '’ Games. 


GAME GEAR 


FUNCO, INC. 
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FUNCO, INC. 
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he advent of the computer age brought 

profound changes to the dynamics of 

gaming. For centuries, with a few 

exceptions like the card game solitaire, 

games were defined as tests of skill 

involving at least two opposing players. When 

computer technology joined the fun, one of its big 

selling points was its ability to serve as an all-pur- 

pose 24-hour opponent with user-programmable 

playing skill. From the earliest chess-playing pro- 

grams to today’s state-of-the-art, Al-based strategy 

games like Risk (Mastertronic]—in which the com- 

puter handles as many as a half-dozen different 

players, each with its own “personality” and strate- 

gic tendencies—the ability to stand in for human 

players has always been one of the computer's 
greatest assets. 

Unlike the video game, which has remained 
connected to the family TV set and thus maintained 
its status as a family entertainment appliance, com- 
puter use evolved along more solitary lines. Com- 
puters were taken out of the American living room 
and ensconsed in work stations with access physi- 
cally limited to a single user. 

The stereotype of the computer nerd developed 
from these social conditions. While the video 
gamer was interacting both with the game system 
and other human players, the computerist 
remained a hermitlike figure, alone in a room, con- 
testing against a silicon chip for dominance. Non- 
electronic fantasy role-playing gamers gathered in 
dorms to run their characters through the latest 
adventure scenario, but the computer RPG fan 
engaged in a profoundly different gaming experi- 
ence. Programs like Wizardry cast the computerist 
not in a true role-playing situation, but rather in a 
tactical war game disguised as a role-playing 
adventure. 2 

There have, however, been some meaningful 
attempts to bring multiplayer gaming to the com- 
puter environment, mostly within the sports, arcade 
and classic strategy genres. 


The computer's earliest role in gaming was as a 
human surrogate. As any devoted game-player 
can attest, the toughest part of the gaming experi- 
ence can be finding appropriate opposition. Chess 
players, for instance, must seek out not just oppo- 
nents, but comparably skilled opponents. It’s no fun 
for a grandmaster to kick the butt of some poor 
novice [it’s no thrill for the novice either, of course). 

Most electronic versions of classic strategy 
games have been measured by the gaming skill of 
the computer player(s). So, while programs like 
Chessmaster 2100 (Software Toolworks}, Sargon IV 
(Spinnaker) and Distant Armies (Eagle Tree Sot 


ware) contain two-player modes, this feature is not 
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given a lot of attention. It is still presumed that two 
human players will always prefer to sit down at a 
real chessboard and move real pieces. 

Many strategy games offer two-player modes, 
but not all do. Freefall’s classic Archon (Electronic 
Arts) and Archon II (EA) as well as Interplay’s Battle 
Chess all feature two-player options. On the other 
hand, Gin King/Cribbage King (Software Tool- 
works} and Warren Schwader’s Hoyle’s Book of 
Games (Sierra), two popular card-playing pro- 
grams, and the Diplomacy-like Lords of Conquest 
(EA) allow only one human player to participate 
against a collection of computer-guided opponents. 

Other programs, like the new computer version 
of Parker Brothers’ Risk (Mastertronic), allow multi- 
ple players, either human or computer. 


The type of game most commonly associated 
with multiple players is the head-to-head contest. In 
these games, player surrogates occupy the screen 
at the same time, contesting with one another for 
the completion of some goal. Games of this type go 
back to the dawn of electronic gaming. Pong 
games, alter all, were head-to-head contests, as 
were the ubiquitous tank games. The fact is, in 
those primitive times, it was not possible 


to develop programs sophisticated enough to drive 
a computer player, so almost all games were two- 
player, either head to head or alternating turns. As 
the technological prowess of programmers 
increased, it became possible to produce computer 
opponents of suitable skill to test even the best 
human players. 

One of the first great head-to-head computer 
games was Eric Hammond's Julius Erving and Larry 
Bird Go One-on-One (EA) in which players guide 
electronic simulations modeled on the 
roundball legends of the title. Computer and 
video game programs soon reached the 
point where entire teams could be managed 
electronically, but sports games, from 
action-strategy programs like Superstar Ice 
Hockey (SportTime) to stat-based contests 
like Microleague Baseball (MLSA) continue 
to offer multiplayer options. 

Today, the most commonly seen head- 
to-head games are in the martial arts genre 
originally established by Data East's Karate 
Champ. Countless subsequent imitations, 
from World Karate Champion (Epyx) to Tobey, 
Kosaka and Tiberi’s Budokan: The Martial Spirit 
(EA), have employed the same side-view perspec- 
tive in which on-screen combatants face off in a 
contest of leaps, kicks and fist blows. 

Other head-to-head sports contests include Jor- 
dan Vs. Bird: One on One (EA) by Joe Hellesen 
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and Mark Madland, the long-awaited follow-up to. 


the original; GBA Championship Basketball: Two- 
on-Two (Gamestar) with two-man roundball teams 
and the option of head-to-head or cooperative 
play; Star Rank Boxing and Star Rank Il from 
Gamestar and Accolade’s Fight Night, which are 
all action-strategy boxing games; WWE/- 
MicroLeague Wrestling (MLSA) and Hardball II 
(Accolade), in which players can select between 


either a batter or pitcher's perspective at any 


point in the game. 


Konami’s Double Dribble is a five-on-five con- 


test featuring full-court action and top quality 


graphics. Roundball fans take it to the boards play- 


ing head to head against another human, or hone 
their skills playing against the computer. 

TV Sports: Basketball (Cinemaware) is a five- 
on-five simulation styled to look like a network 
broadcast. Players can create a 28-franchise 
league, then play the game arcade style or as a 
coach, against a friend or against the computer. 

_ Some programs offer a mixture of turn-taking 
and head-to-head competition. Multievent software 
like Epyx's Summer Games and The Games (Win- 
ter Edition) offer multiplayer action (up to eight 


players competing in a series) with both head-to-_ 


head and turn-taking events. The head-to-head 


events tend to be races, whether on bicycle or ice 


skates. Similarly, the ultra-cool Skate or Die! (EA) 
features a head-to-head skateboard race through a 
series of urban backstreets among its several events. 
Ice action has inspired numerous multiplayer 
contests, including Gamestar’s FaceOff! It features 
large animated hockey players, a coaching mode 
that lets the gamer edit statistics and set up league 
play and even a close-up camera for the fights. 


Konami's Blades of Steel features simultaneous 


play for two gamers, or play against the computer, 
_ in three difficulty levels. It includes most of the ele- 
ments from real hockey, such as passing, checking, 
slap shooting, fighting, goal tending and penalties. 

UBI Soft crossed soccer with rollerball and 
came up with a futuristic ice stadium game, Skate 
Wars. The coach drafts a team, choosing players 
based on their different characteristics, then com- 
petes in a wild melee that includes pits, stone pil- 
lars, spiked balls and other obstacles. 

One of the most innovative methods for han- 
dling head-to-head play is the split-screen 
approach pioneered in games like Lucasfilm’s Ball- 
blazer and Mike Reidel’s Spy Vs. Spy (First Star). In 
these games, we are given not one but two visual 
presentations, allowing two players to move inde- 
pendently over a large landscape. 

In Ballblazer, two opponents drive “rotofoils,” 
high-speed vehicles used in an imaginary futuristic 
sporting event. These rotofoils are capable of cap- 
turing, holding and shooting a ball that must be put 
into one of two moving goals in order to score 
points. Action is seen from a pair of first-person 
perspectives through the split-screen displays. 


90 


Spy Vs. Spy, on the other hand, takes an exter- 


nal view of its surrogate characters, the white and 


black-clad secret agents created by Prohias for 
Mad magazine over 25 years ago. Each spy is 
seen from a slightly elevated side view as he moves 
from room to room in an embassy building, spring: 
ing traps on the other in true cartoon fashion, 
When both spies move into the same area, the dual 
screens disappear and are replaced by a single 
“combat” screen, where the enemy agents pound 
the stew out of one another with wooden clubs. Spy 
later spawned a pair of sequels, Reidel’s Spy Vs. 
Spy Il: The Island Caper and Jim Nangano’s Arctic 
Antics: Spy Vs. Spy Ill, both of which also made 
use of a split-screen perspective. 


UBI Soft’s 
Pro Tennis 
Tour (top) 
features six 
training 
programs. 
John 
Madden 
Football 
(right) has 
over 100 
plays. 


lent ene al bcc 
nique, and those that have were not all successful, 


Accolade’s TKO, a boxing game in which two. 
boxers are seen in close-up, each facing the user 
from his own display screen, is a case in point. The 
boxers, visible only from the shoulders up, toss 
punches straight at the viewer, and as the match 
advances, a realistic series of bumps, bruises, cuts 
and black eyes appear on the faces of the pugilsts. 
Not only did many gamers find this visual presenta- 
tion disturbing, the split screen in this case actually. 
destroyed the illusion of head-to-head contact, 
which it was intended to enhance. With both box: 


ers punching toward the screen, the entire process 


was reduced to an abstract and rather remote 


experience in which neither of the combatants ever 
made physical contact. 


SPORTS, SPORTS 
++» AND MORE SPORTS «+ 


Sports games lend themselves especially well to 
multiplayer modes. The current trend in such simu- 


- lations allows one human to compete againsta 


computer while also providing options for two (and 
sometimes more) people to play against each other. 
This gives the gamer a great opportunity to practice 


_and perfect his or her playing skills before facing 


off against a friend. 


Electronic Zoo's Tennis Cup provides split 


screen visuals shown in first-person perspective, 


with a choice of grass, clay, hard court or indoor 


play. There are 32 pros, each with unique playing 
skills, to challenge, or two people can play head to 
head. Better yet, two players can team up against 
the computer in a doubles match. aS 
| Pro Tennis Tour (UBI Soft) _ 
features six training programs, 
either against an opponent or 
against the computer, with on- 
screen scoring, realistic sound 
elects, and 3-D instant replay. 
The gamer must participate in. 


an attempt to improve his world 
ranking in the sport. 

Three new pigskin games 
provide multiplayer options. 
John Madden Football (Electronic Arts) contains 17. 


teams, and the on-screen playbook has over 100 


plays. Zoom cameras make tracking the players _ 
easy while John Madden keeps track of the stats. 

Sega's Joe Montana Football lets the gamer 
create new plays, design them position by posi- 
tion, then add the play to their team’s playbook. 


The gamer can customize the rosters, change 
each player's skill ratings and get scouting reports. 


Special viewing angles, instant replay and high- 
light films of games add sophistication to the simu- 
lation. — | | | 
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We buy and sell Nintendo, Genesis, and Turbo Grafx 


THE GAME COUNSELOR 


NINTENDO 


A BOY AND HIS BLOB 
ABADOX 

ADVENTURE OF BAYOU 
AIR FORTRESS 

ALIEN SYNDROME 
ASTYANAX 

BAD DUDES 

BASES LOADED II 
BATMAN 

BATTLE OF OLYMPUS 
BIONIC COMMANDO 
BLACK BASS 

CAPTIAN COMIC 
CASTLEVANIA IIT 
CHALLENGE OF DRAGON 
CHIP & DALE RANGERS 
CLASSIC CONCENTRATION 
CLEOPATRA 
CODE NAME: 
CONTRA 
CYBERNOID 
DEADLY TOWERS 

DESERT COMMANDER 
DICK TRACY 

DOUBLE DRAGON III 
DR. MARIO 

DRAGON WARRIOR 
DRAGON WARRIOR II 
DYNOWARTZ 

EXCITE BIKE 

GAUNTLET IT 
GHOSTBUSTERS 
GHOSTBUSTERS II 

HUNT FOR RED OCTOBER 


VIPER 


BILL 


WE 
BUY 
USED 
8.00 
7.00 
5.00 
7.00 

10.00 
7.00 
10.00 
12.00 
10.00 
15.00 
5.00 
20.00 
5.00 


TURBO GRAFX 


ALIEN CRUSH 
BATTLE ROYALE 
BLAZING LAZERS 
BLOODY WOLF 
BONK’S ADVENTURE 
BOX BOY 

BRAVOMAN 

CAMP CALIFORNIA 
CHEW-MAN-FU 
CHINA WARRIOR 
CRATER MAZE 
CYBERCORE 
DEVIL’S CRUSH 
DEEP BLUE 
OINOSAURS 

DOUBLE DUNGEON 
DRAGON'S CURSE 
DRAGON SPIRIT 
DROP OFF 

DUNGEON EXPLORER 
GALAGA 30 
FANTASY ZONE 
FIGHTING STREET (CD) 
FINAL LAP TWIN 
FINAL ZONE II (CD) 
J.J. AND JEFF 
JACK NICKLAUS GOLF 
KING OF CASINO 
KLAX 

LAST ALERT (CD) 
LEGENDARY AXE 
LEGENDARY AXE IT 


BUY 
USED 
15.00 
20.00 
15.00 
19.00 
20.00 
10.00 
20.00 
15.00 
18.00 
15.00 
15.00 
17.00 
20.00 
16.00 
20.00 
16.00 
18.00 
16.00 
19.00 
10.00 
12.00 
15.00 
14.00 
20.00 
20.00 
12.00 
20.00 
15.00 
15.00 
20.00 
14.00 
22.00 


TO SELL GAMES: 
Deduct $2.00 for each missing box, $1.00 for each missing 
instruction. Games that require maps and hint books must 
be bought together. Please call for current prices. Prices 
subject to change without notice. 


TO BUY GAMES: 
Send check or money order to THE GAME COUNSELOR, 
18530 Hatteras St. #223, Tarzana, CA 91356. Add $4.00 
for shipping and handling and $.50 for each game. Califor- 
nia add 7% sales tax. All games subject to availability with 
a 90 day warranty. We reserve the right to refuse any 
purchase or sale. 


WE 
SELL 
USED 
16.00 
14.00 
10.00 
14.00 
20.00 
14.00 
20.00 
24.00 
20.00 
30.00 
10.00 
35.00 
10.00 
30.00 
10.00 
21.00 
20.00 
20.00 
24.00 
8.00 
10.00 
8.00 
18.00 
20.00 
35.00 
20.00 
10.00 
30.00 
20.00 
10.00 
20.00 
10.00 
16.00 
20.00 


HYDILIDE 

KARATE CHAMP 
LEGENDARY WINGS 
LITTLE PEOPLE BOWLING 
MECHANIZED ATTACK 
MEGAMAN Iil 

METAL GEAR 
METROTD 

MUPPET ADVENTURE 
NARC 

NINJA GAIDEN 
NINJA GAIDEN II 
PHANTOM FIGHTER 
PRO WRESTLING 
PUNCH OUT 

RAD RACER II 
RESCUE-EMBASSY MISSION 
RING KING 
ROADBLASTERS 
SHADOWGATE 
SHINOBI 

SILENT SERVICE 
SIMPSONS 

SKATE OR DIE 
STEALTH ATF 


SUPER MARTO BROTHERS 3 
TMNT 
TMNT II 


TAG TEAM WRESTLING 
ULTIMA II 

UNSER TURBO RACING 
WIZARDS & WARRIORS 
WRATH OF BLACK MANTA 
WRESTLEMANIA 


MAG DINOSAUR TOUR (CD) 
MICROBOX 

MILITARY MADNESS 
MONSTER LAIR (CD) 
MOTO ROADER 
NEUTOPIA 

NINJA SPIRIT 
ORDYNE 

PACLAND 

POWER GOLF 
PSYCOSIS 

R-TYPE 

SHANGHAI 

SIDE ARMS 

SONIC SPIKE 

SPACE HARRIER 
SPLATTER HOUSE 
SUPER DARIUS (CD) 
SUPER STAR SOLDER 
SUPER VOLLEYBALL 
TAKING IT TO THE HOOPS 
TIGAR ROAD 
TIMEBALL 

TV FOOTBALL 

VALIS II (CD) 
VEIGUES 

VICTORY RUN 
VIGILANTE 

WORLD CLASS BASEBALL 
WORLD COURT TENNIS 
Y’S (CD GAME) 


FOR ORDERS CALL: (818) 609-1141 
BUSINESS HOURS 10a.m. to 5p.m. PACIFIC TIME 


CIRCLE #131 ON READER SERVICE CARD. 


WE 
BUY 
USED 

5.900 

6.00 

5.00 
10.00 
12.00 
20.00 

4.00 

3.00 
10.00 
12.00 

7.00 
12.00 
12.00 

5.00 

5.00 
10.00 

7.00 

6.00 

7.00 

7.00 
10.00 

8.00 
15:00 

5.00 

8.00 
20.00 
12.00 


WE 
SELL 
USED 
10.00 
12.00 
10.00 
20.00 
24.00 
35.00 
8.00 
10.00 
20.00 
24.00 
14.00 
24.00 
24.00 
10.00 
10.00 
20.00 
14.00 
12.00 
14.00 
14.00 
20.00 
16.00 
30.00 
10.00 
16.00 
35.00 
24.00 
35.00 
12.00 
36.00 
20.00 
10.00 
16.00 
14.00 


WE 

SELL 

USED 

40.00 
30.00 
32.00 
30.00 
30.00 
25.00 
33.00 
30.00 
24.00 
26.00 
30.00 
35.00 
30.00 
30.00 
30.00 
35.00 
38.00 
40.00 
40.00 
36.00 
30.00 
35.00 
35.00 
40.00 
40.00 
35.00 
20.00 
20.00 
30.00 
30.00 
30.00 


GAME BOY 


ALLEYWAY 

ARAZON'S LAIR 
BASEBALL 

BASES LOADED 

BATMAN 

BOOMERS ADVENTURE 
BOXXLE 

BOWLING 

BUG’S CRAZY CASTLE 
CASTLEVANIA 

CAT TRAP 

CHESS MASTER 

CHINS GOURMET PARADISE 
COSMO TANK 

DAEDALIAN OPUS 

DAYS OF THUNDER 

DEAD HEAT SCRAMBLE 
DEXTERITY 

DOUBLE DRAGON 

DR. MARIO 

FINAL FANTASY LEGEND 
FIST OF NORTH STAR 
FLIIPULL 

FORTRESS OF FEAR 
GARGOYLES QUEST 
GODZILLA 

GOLF 

HAL WRESTLING 

HEART ATTACK 

HVY. WT. CHP. BOX 
HELANKYO ALIEN 

HYPER LODE RUNNER 
ISHIDO 
KWIRK 
LOC N’ 
LOOPZ 


GENESIS 


CHASE 


AERO BLASTER 

AFTER BURNER II 

AIR DIVER 

ALEX KID-CASTLE 

ARROW FLASH 

ATOMIC ROBO KID 
BATTLE MISSION 

BATTLE SQUADRON 
BEANBALL BENNY 

BERLIN WALL 

BIMINI RUN 

BUDOKAN 

BURNING FORCE 

BUSTER DOUGLAS BOXING 
CASTLE OF ILLUSION 
COLUMNS 

CRACKDOWN 

CURSE 

CYBERBALL 

DANDO 

DICK TRACY 

DJ BOY 

DYNAMITE DUKE 

E-SWAT 

FINAL ASSAULT 

FINAL ZONE 

FIRE SHARK 

FORGOTTEN WORLD 
GHOSTBUSTERS 

GHOULS N’ GHOSTS 
GOLDEN AXE 
GRANADA 
HARD DRIVEN 
HELL FIRE 
HERZOG ZWEI 
INSECTOR X 
ISHIDO 

JOE MONTANA 
JOHN MADDEN 
KA-VE-KI 
KLAX 

LAKERS VS CELTICS 
LAST BATTLE 

MAZE HUNTER 


FOOTBALL 
FOOTBALL 


MERCENARY FORCE 
MOTOCROSS MANIACS 
NBA ALL STAR 
NEMESIS 

NFL FOOTBALL 

NINJA BOY 

NORTH & SOUTH 
PAPERBOY 

PENGUIN WARS 

PIPE DREAM 

POWER RACER 

Q BILLION 

QUARTH 

QIx 

REVENGE OF THE GATOR 
ROBO COP 

RONGUER WARS 
SELECTION 

SHANGHAT 

SKATE OR DIE 
SNOOPYS MAGIC SHOW 
SOCCER MANIA 

SOLAR STRIKER 
SPACE INVADERS 
SPIDERMAN 

STREET FIGHTER 2010 
SUPER MARIO LAND 
TASMANIA STORY 
TEENAGE NINJA TURTLES 
TENNIS 

VOLLEYBALL 

WHEEL OF FORTUNE 
WWF SUPERSTARS 
WORLD BOWLING 
WORLD BOXING 


MISSLE DEFENSE 
MONDUS FIGHT PALACE 
MOONWALKER 

MYSTIC DEFENDER 
OUTRUN 

PAPERBOY 

PAT RILEY BASKETBALL 
PENDULUM LAIRD 
PHANTASY STAR II 
PHANTASY STAR III 
PHELIOS 

POPULOUS 

RBI BASEBALL II 
RAMBO III 

REVENGE OF SHINOBI 
ROAD BLASTERS 
SHADOW BLASTER 
SHADOW DANCER 

SHOVE IT 

SKULL & CROSSBONES 
SOCCER 

SPACE HARRIER II 
SPIDERMAN 

STRIDER 

SUPER HANG ON 

SUPER HYDIDE 

SUPER MONACO GP 
SUPER THUNDER BLADE 
SUPER VOLLEYBALL 
SWAT 

SWORD OF SODAN 
SWORD OF VERMILLION 
TARGET EARTH 

TASK FORCE HARRIER 
TECHNO COP 

THUNDER FORCE II 
THUNDER FORCE III 
TOMMY LASORDA B-BALL 
TOURNAMENT GOLF 
TRAMPOLINE TERROR 
TRUXTON 

WHIP RUSH 

WRESTLE WAR 

ZANY GOLF 

ZILLION 

ZOOM 


22.00 
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MAIL IN COUPON FOR FREE CATALOG OF GAMES 
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ADDRESS 
CITY 
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TO: The Game Counselor 


18530 Hatteras Street #223 
Tarzana, CA 91356 
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TV Sports: Football (Cinemaware) features 
realistic graphics, individual and team statistics 
and a 28-team, 16-game schedule. Two players 


can compete in arcade-styled gridiron action, or 
as sideline coaches, or play cooperatively against 


the computer. 

Cyberball (Sega, for play on Genesis) is a 
futuristic football game featuring grappling robots 
executing classic football tactics. It’s a rough sport; 
linemen may get their heads blown off, and the 
offense can use turbo boost to burst through the 
robots. 

Tommy Lasorda Baseball (Sega) provides 24 
teams in four leagues, with on-screen windows that 
provide the speed of the last pitch, number of balls, 
strikes and outs, inning, score, batter’s information 
(name, average and number of home runs hit) and 
pitcher’s data (name, earned-run average, stamina 
and—something real coaches would like—how 
many more pitches the player is good for). An 
overhead view shows runners advancing, and mul- 
tiple stat screens keep the computer coaches on top 
of the action. | 
| Orel Hershiser’s Strike Zone (Tradewest/Mel- 
bourne House) is based on the coin-op game. The 


gamers control the batter and the runners, trying 


not only to win their games, but to gain salary 
boosts based on improved stats. 


~ COOPERATIVE PLAY: 
_ GETTING ALONG 
eo¢ WITH OTHERS °° 


One of the most satisfying kinds of multi- 
player contest is the cooperative game. In 
cooperative games, more than one player sur- 
rogate appears on-screen at 
any one time, but not in con- 
flict. Rather, the players join 
forces in order to attain a 
higher overall score. 

In some cases, players 

have the option of playing 
cooperatively or head-to- 
head. In the two-player ver- 
sion of the venerable arcade 
classic Wizard of Wor 
(Bally), a pair of gun-toting 
futuristic shock troopers 
appear at the start of the game, one in the lower 
left and one in the lower right of the maze. The 
player-characters are then moved through the 
maze independently where they can assist one 
another in destroying the gallery of grotesques or 
turn their fire on one another. 

In most cooperative games, however, there is no 
advantage in taking out a fellow player-character. 
In fact, in most such games, such internecine com- 
bat is not even possible. This more socially con- 
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scious tradition is represented by games like the 
coin-op version of Double Dragon, Double Dragon 
II (Mastertronic), Gauntlet, Gauntlet II (Mindscape), 
Hybris (Discovery) and Battle Squadron (Innerprise). 

In the Double Dragon games, players control a 


pair of martial arts mavens as they move across a 
horizontally scrolling landscape, battling an endless 
ee of over-aggressive street people in search 


of a kidnapped female. The players must cooperate 
in order to succeed in the overall mission, and once 
the action gets going, it resembles a full-scale 
movie brawl, complete with chairs and barrels 
being smashed over heads. 


The Gauntlet games offer a different visual per: 


spective: a slightly angled top-down view with mul- 
tidirectional scrolling as multiple players, represent: 
ing everything from warriors to wizards, pool their 
skills in order to obtain more treasure and advance 
to higher levels. These action-oriented fantasy 


games have been extremely successful both at the 


arcades and in home-computer format. 
Hybris and Battle Squadron represent yet 
another type of cooperative game. In these con- 


Game (Ultra) lets two gamers combine f 


Games Pak contains three titles. Deathbot 
multilevel scrolling game with giant robots. ( 


‘ess, one or two users pilot armed spa ceships — 


along ¢ a — iat ne ps 


Teenage Mutant Nici Turtles I the A 


battle Shredder and his foot soldiers i ina fig 
extends through ten els The ) 


olo yes fice: deigned iA 
te Soviet Union by the creator of Tetris, is a 
block-stacking variation that has the player 
creating faces either head to head « or ae 
the computer. There’s : also. 


Live Studios! ure Classics on 
conten’ five action games. Diskman, Block- 
alanche, Diet Riot, TankBattle and Lost ‘n’ 
Maze are all ioystick-controlled contests. The 
games provide options for single players 
(using full-screen graphics) 
(when using dual joysticks for 
head-to-head action) or split “screen ogginst the | 
computer. : 
Another collegicn a games with multiplayer : 
options comes from Odyssey Software. Super 


te 


two players try to destroy the guards and get to 
the gamma bomb before it explodes. Jailbreak is 

a Breakout contest, with 100 levels and lots of 
special bricks and powers. Byteman features a yel 
low gobbler eating bits Bes can n be found medls 
through the maze. | 


Studio’s 
Future © 


HUMAN PLAYERS 
008 REQUIRED! 000 


The rarest of all multiplayer sees games is 
that which requires more than one human player. 


Very few computer games are published withouta 


solitaire mode, but the experiment has been. 
attempted, most prominently by Ozark Softscape 
(Dan Bunten and Alan Watson) with M.ULL.E. ‘ond 

later with ge Rascals ea Electronic Arts). / 
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M.U.L.E. was one of the earliest cult classics of 
computer gaming, a contest requiring anywhere 
from two to four human players engaged in a race 
to exploit the resources of an alien planet. 

Though M.U.L.E. was not a big seller, Bunten 
“remained convinced that a computer game could 
be produced that would successfully incorporate 
~ multiple human players. So, Ozark tried again in 
1986 with Robot Rascals, a scavenger hunt 
game involving two to four human players, each 
~ using a surrogate robot to search a multi- 
directionally scrolling landscape for any of sev- 
~ eral unusual objects (including a digital donut, 
transistor taco and silicon salad) required to win 
the contest. Robot Rascals is also part card game 
and makes use of two decks of cards: item cards 
and luck cards. The item deck features artifacts 
‘that can be found on the surface of the gaming 


area (a place called Laustenfownd) while the 
luck cards give players a shot at improving their 


hands, frequently at the expense of another 
player. 
Unfortunately, Robot Rascals hasn't exactly bro- 
ken sales records, and the question of whether or 
not two-player-minimum computer games are 


viable still remains to be proven. 


: lvan “Ironman” Stewart's Super Off Road 
~ (Mastertronics) can be played by up to three peo- 


~ ple simultaneously. It puts a trio of gamers into 


off-road race trucks, through winding courses that 


are obstacle strewn. Although one gamer can 
compete against computer drivers, the competition 
is much more intense when three gamers vie for 
first place. 
-Innerprise’s Final Orbit features new life forms 
springing up on the garbage-dump moon. One or 
two players battle the moldy mutants through nine 


a levels and four difficulty settings in an attempt to 
reach the core of the moon and blow up the 


debris. 

Blue Max by Three-Sixty Software is a com- 
pelling dogfight simulation for one or two players 
flying solo, as a team, or against each other. The 


pilots can fight dogfights and fly missions to destroy 


bridges or other targets, in eight famous aircraft of 


World War |. 


MULTIPLAYER, 
———— MULTILOCATION 
06 (MODEM GAMES) * 


The great contemporary arena for multiplayer 
games is the telecommunications universe. On-line 


~ services like GEnie, DELPHI, America On-Line and 
CompuServe offer a wide variety of multiplayer 
games combining the best of both worlds: Users 
can play at any time while getting a real workout 


from a human player. While artificial intelligence 


{Al} in computers has come a long way, computers 
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still tend to play many games in a somewhat pre- 
dictable manner. | 

In addition to the various on-line games avail- 
able (see “Modem-Mania” and “Worlds of 
Kesmai,” VIDEOGAMES & COMPUTER ENTERTAINMENT, 
August '89), many new releases include modem- 


play as an extra feature. This has proven especially | 


popular with flight simulators, enabling users over 
a wide geographic area to engage in air combat 


Savage slows hee with an 
ax handie? 


Hogan is washed up! "2 — 


MicroLeague’s WWF Wrestling Il 
allows gamers to connect to each 
other via modem. 


without ever leaving their work stations. 
In The Other Side, by Tom Snyder Productions 


(also responsible for the early multiplayer game 


Bannercatch), users employ modems to engage in 
a cooperative gaming experience in which the 
object is the building of a bridge between the two 
players 

MicroLeague’s WWF Wrestling II (MLSA) for the 
Amiga and IBM offers users a modem-play feature 
that will enable one user to manage Hulk Hogan 
while his opponent, via the telephone lines, gives 
orders to Randy “Macho Man” Savage. Both play- 
ers watch the results on their respective monitors. 


CAMEBOY AND MULTIPLAYER 
+» VIDEO GAMING °: 


As mentioned at the start of this article, video 
games have never been estranged from the multi- 
player format as computers have. In fact, multiple 
play is hotter than ever in the video-gaming uni- 
verse, with Nintendo putting a heavy premium on 
this feature in all new 
approved titles. | 

But perhaps the (era 
most significant ad- (ae 
vancement for multi- ™ 
player gaming has |e 


been the success of the 

Nintendo Game-Boy, |e 

equipped with a special | Sizieirumnir pam 

cable that allows head- "ssn ss Sases 

to-head play. As a California Games Ii for the IBM 

result of this capability, PC will zs te multiplayer 
acrion. 


adaptations have been 


made in many existing titles, transforming formerly 
solitaire contests like Tetris into excellent head-to- 
head games. Perhaps once players see the appeal 
of multiuser gaming first hand, we'll see a greater 
emphasis on programs of this type in the computer 
universe. 

Similarly, the Atari Lynx provides a handheld 
playground for multiplayers. The Lynx can be con- 
nected with other units via the ComLynx cable, and 
many current Lynx entertainment titles support mul- 


tiplayer activity for two players; some are even 


playable by up to eight Lynxers in a free-for-all of 
simultaneous competition. California Games and 
Zarlor Mercenary are each for duo-play. Ram- 
page, Gauntlet and Zenophobe are for up to four 
players, and Todd’s Adventure in Slime World is 
an eight-gamer extravaganza in which the gamers 
team to battle blood flies, maggots and a variety of 
nasty opponents. 

The new lineup of Lynx games for 1991 include 
some sports games for multiplayers, such as World 
Class Soccer and NFL Football, each for four play- 
ers. Grid Runner and Tournament Cyberball 2072 
are also four-player contests. 

One of the most outstanding new releases for 


hand play of the year is Checkered Flag, a six- 


gamer auto race in which players see their oppo- 


nents approaching in a rear-view mirror, in addi- 
tion to seeing the cars racing ahead of them on 
the track. WarBirds is another masterpiece of 
multigaming programing; it allows up to six Lynx- 


ers to compete in aerial dogfights using a variety 
- of aircratt. 


NEC will introduce a low-priced connecting 
cable for their TurboExpress handheld system in 
1991. The Turbolink makes possible multiplayer 
competition on the small colorful screen, and the 
first two-gamer contest to take advantage of the 
system is currently on the drawing board. Bomber 
Man should be available on retailer's shelves by 


midyear. 


THE FUN IS 
000 JUST BEGINNING °° 


Multiplayer fun is well ensconsed as a major 
part of the software-entertainment scene, but it’s 
actually only just beginning. The 
current feeling in software circles 
is that as many titles should be 
made to support multigaming as 
is feasible. The trend continues to 
grow, and the trickle of these titles 
has grown to a flood. 

In the meantime, remember: It 
takes two to tango, and computers 
are notoriously bad dancers. So 
do your part for the cause. Reach 
out and play a game against a 
human being today. te 
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title pass? 


os unavoidable; the 116th room of the 14th castle on the 59th level may not 


oe one test to ake ches, Spcoaly not costing ones, 

Shopping for software may be filled with fun and hope, but it Ss s - » " 

- also risky business in these days of conflicting claims by manu- 

" facturers, Every game company says its latest blockbuster is the - | 

: hottest thing on disk or cartridge, but they can't all be right. How'sa 
gamer to know where to invest the bucks and when tolet a faa touted — 


— Not even the pros have A obtcat answers “a that aes! there : - a 
hardly a player who hasn't shelled out loot for some great new game, then 
felt cheated because it didn’t live up to expectations. Sometimes it's 


~ have the hot action you hoped for, but it’s difficult to know that until << 


you've played the game. Sometimes the disappointment occurs because oF 
some important fact didn’t reveal itself unt the pee was 8 already 8 


: made and the box was opened. 


avoid some potential mistakes. 


"Whale tha thama of tha game? 


if you don't like the subject matter, stop here. There’ ‘S$. no point spend- 
ing money if you're not keen on the topic. Don't buy even the greatest of 
military simulations if you don't like war games. Don't buy flight simulators 
if planes make you airsick. Similarly, the hottest sports title won't ve : 
leo Ea if you don’t like that type of laces Ea 


Look al the playscreens ov 
the back of the box. 


~ Ignore the fancy art on the front; it has little to do with what’s inside, 
slrctead check the playscreens. Pay particular attention to screens of the - 


computer or gaming system you have. It doesn’t matter how great the art 
looks in VGA mode if you own a Commodore 64. 


\s, See if the control system is explained. If you see a message box pic- - 


typing commands or by choosing actions from a menu or icon bank. If 
there is no message box or icons and all you see is a character moving 

_ across a screen, then you know it’s an action game. 

, Become an informed purchaser. Learn to differentiate between graph- 


playscreens. Often there is a very large difference between the fancy 
- graphics that lead off a game and the ones actually used during play. 
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- Before you buy, here are ten points to consider that shoul help you | 


When examining the playscreen, try to tell exactly what Kind of gameit 


tured, you should be able to tell if the player interacts with the game by 7 


ics that are merely introductions or title screens and those that are actually os 


What have they done before? Did you like their previous Seta fo - 
: not, you may not like their newest work. On the other hand, if your savor 
— designer, artist or ole has a a new als it’s ee we check- 


ing it out. 


Bi a thincllitet 


Doss the publishing house have a good reputation for - free soft- 


ware that lives up to its advertising claims? The publisher is responsible for 


— the quality control of the title and also for follow-up and customer support 


= for any problems that arise, so make certain you are buying into a com- 


~ pany you trust. This isn’t to say that a new publisher can't do a good | job; 


often they try harder. But unless you are familiar with the company's epu- 
7 Tapon, realize that there is some risk. | 


Be ais. 


Let the experts tell you what they think of a title. Reviewers look at 
Software through trained and experienced eyes, and oftentimes their 
opinions are the best guides a would-be purchaser can find. At the 


game time, try to figure out which reviewers have opinions that often 


coincide with your own and which reviewers you disagree with. For 
example, if you generally like the same games that Reviewer A rates 
highly, you should pay particular attention to the titles he likes. On the 

other hand, if you generally disagree with Reviewer B, then read his 

reviews for information about theme and content, but take his opinion 
~ with a grain of salt. 


Sieh lepee 


Some Seni stores will still let you play-test a title, and many 


_ video games can be rented before purchase. Some stores have point- 


-of-purchase demonstrations or displays. If there is any way at all to 


gee the game in action before 7 buy, do so before Se shell out your | 
4 hard-earned Ducks : | | ae 
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This may seem obvious, but a lot of people make this basic error when 
_ purchasing software. If you don't own the recommended Nee don't 
- get the game. | 


~ By reading the box and studying the game screens, you should be 
able to determine the kind of entertainment it represents. Then ask your- 
self how many games of this specific type you already have. If you have 
several already, decide if you want another game that uses a similar play 


mechanic. If it is completely different from anything you have, try to imag- 


ine whether you'll enjoy the action. 


Ask your friends if they've played the game, ask your user group, ask 
about it online, ask the store manager. Try to collect as much information 


and as many opinions about the game as possible before you make your 
buying decision. : 


Play the original. 


If the game was originally a pay-for-play machine, take a trio to your 
local arcade. The computer- or video-game versions may not be identical 
to the original, but if you don’t like the coin-op, chances are you won't 
much care for the home version. 


These common-sense suggestions and a systematic approach to 
game-buying will pay off for you. Follow these steps to help make your 
buying decisions. You'll = up with software you enjoy more, and a lot — 
fewer disappointments. a 
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MAXIS 
Version: Macintosh ($59.95) 


RoboSport is a cathartic alternative to 
war in a near future in which a worldwide 
revolt of military computers renders 
traditional military conflict impossible. The 
super-computer born of this electronic 
revolution knows that humans need an 
outlet for their violent emotions, so in 
2010 it creates this contest between two 
teams of robot warriors. 

In keeping with Maxis’ reputation, 
RoboSport has depth and subtlety 
unmatched by any future sport, with the 
exception of the nonelectronic Blood Bowl 
(Games Workshop). Play goes rapidly for 
what is essentially a brain game, but it 
takes time to learn and appreciate this 
strategy-oriented simulation. 

Designer/programmer Edward Kilham 
has done everything possible to make the 
process as painless as possible. He 
carefully pruned away all needless 
complexity in the play mechanics, and the 
quick-start mode shields beginning and 
intermediate players from the rigors of 
fully customized setup. (Advanced 
RoboSporters will enjoy the chance to 
individually equip and position each of the 
team’s robots.) 

The structure is flexible 
but not unwieldy. In setup 
mode, the computerist can 
create a team, pick one of 
three arenas and select 
from among five sets of fF 
rules. Survival is a pure 
fight in which teams earn 
points for inflicting wounds 
and kills and lose them for 
taking such damage. 
Capture the flag still 
awards points, as _ in 
survival, but teams earn big bonuses for 
snatching the opposition’s flag and 
bringing it to the home base and 
preventing the reverse. 

RoboSport offers head-to-head play 
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between humans on the same or separate 
computers. It supports two machines for 
modem games and up to four if all have 
AppleTalk. Computer opposition furnishes 
a good solitaire challenge at a range of 
skiil settings. 

During the edit mode, the computerist 
enters movement and fire orders for every 
robot on the team for the ten-to-15 second 
turn. After both sides receive commands, 
the movie mode displays all the 
movement and combat as it occurs. The 
program considers the time cost of every 
action to implement orders in the proper 
sequence. Simultaneous movement 
makes it much harder to execute plans 
than in a game with alternating turns, and 
the extra uncertainty boosts the tension to 
nail-biting level in close contests. 

The arena is displayed in angled 
overhead perspective with a convincing 
illusion of three-dimensionality. The 
robots are very small, and on the 
Macintosh they’re sometimes hard to 
distinguish if there’s a lot of terrain. Color 
solves identification problems, but even 
the black-and-white graphics are quite 
satisfactory. 

Only time will tell if Maxis has given 
computer gaming another classic, like its 
SimCity, but there’s no doubt that 
RoboSport is an impressive entry to the 
Sports-simulation category. If you like 
absorbing, mind-stretching games, put 
RoboSport on the shopping list, and then 
clear some hours for roll-up-your-sleeves 
computer entertainment. 

—Arnie Katz 
Maxis 
Two Theatre Square, Suite 230 
Orinda, CA 94563-3041 
(415) 254-9700 


DATA EAST 
Version: Amiga ($44.95) 


Destroy Cain. That sounds like an easy 
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enough task for the i= 


armored cyborg called Saamess 
RoboCop. It isn’t. To win 
this frenetic side-view 
scrolling shooter, the [ 
player must blast FRSAs 
through three missions, iam 
each of which is a} 
multielevation, 
multiscreen complex. r 

Only when RoboCop | 
has withstood’ the 
withering barrages from 
a mob of malevolent 
minions can he come 
face to face with Cain, | 
the dreaded evil robocop. | 

RoboCop has three i 
lives at the start of the & 
game, but he gains an ™ 
additional one if he saves all the hostages 
calling for help in a mission. Since armed 
captors guard these unfortunates, it 
usually means a fire fight before the hero 
can save a prisoner. 

Bonus objects (sometimes hidden 
inside things that must be destroyed 
before the treasures become visible) either 
improve the character’s weapon or alter 
game parameters. The heavy weapons are 
three-way fire, scatter shooting and rapid 
fire. Game-play bonuses include extra 
time, more energy and improved 
resistance to enemy fire. 

The graphics are colorful, clean and 
reasonably detailed. Numerous short, 
special animations breathe extra life into 
both the player-character and the roving 
enemies. 

The music is all right, but nothing 
special. The theme on the Amiga edition 
lacks the fullness associated with games 
for that system. Sound effects are good, 
especially if you like constant explosions, 
but again, not extraordinary. 

In short, RoboCop 2 is a well- 
implemented example of a 
genre that has been a video- 
gaming staple for the last 
several years. There is almost 
nothing new about it, even 
allowing for the fact that it is 
loosely based on the movie of 
the same name. 

Video gamers (RoboCop 2 is 
also available for play on 
Nintendo) might judge it as 
competent, but uninspired. It 
deserves more attention from 
computerists. The reason: 
neither the Amiga nor the IBM 
PC software libraries have 
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nearly enough all-out action contests. So 
ignore the plot, don’t worry about 
Originality and keep your trigger finger 
pumping for a heart-pounding arcade 
experience on the home computer. 

—A. K. 
Data East USA, Inc. 
1850 Little Orchard St. 
San Jose, CA 95125 
(408) 286-7074 


Continuum 
DATA EAST 
Versions: Amiga ($49.95), 
IBM PC ($49.95) 


music 123465 6 7 8 EJ10 
GRAPHICS 123456799 10 


Raising one’s consciousness has never 
been an easy task, but just when one 
thinks one has seen it all, along comes an 
innovative product like 
Continuum. Although the basic 
premise of the game sounds 
uninspired (searching a 256-room 
3-D maze for 32 objects), it’s a 
pleasant surprise to discover that 
all the fun is in getting there. 

Each room in the maze is 
individually designed to present 
different challenges, sights and 
sounds. Colored platforms 
scattered at different altitudes 
throughout the rooms are in 
logical, rather than random, 
patterns. 

The player controls a mobile, 
which can turn in any direction 
and develop forward thrust. 
However, the mobile is not 
capable of generating lift, so it 
does not fly in a conventional 

sense. Instead, altitude comes 
from moving the Mobile onto 
one of the colored platforms, 
where it begins to bounce. As 
the mobile gains momentum, it 
bounces higher and higher. The 
player then uses the forward 
thruster to jump from one 
platform to the next, where the 
bouncing begins anew. By this 
method, the mobile moves 
through either a window or door 
into an adjoining room to 
continue the search for crystals 
and cubes (16 of each). 

Although there is an optional 
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view from inside the mobile’s cockpit, the 
game is impossible to play that way. 
During the game, the view of the mobile is 
from outside and behind, but one may 
alter the vertical aspect throughout the 
entire 180-degree arc from directly above 
to directly below. This is important, 
because each individual develops a 
favorite perspective that’s best suited to 
their own playing ability. My personal 
choice was about 30 degrees above 
center, where the mobile’s shadow acts as 
a guide when “falling” from the apogee 
above one platform to the next. 

The game may be played in action or 
emotion mode. Action mode involves one 
or two players racing the clock to find the 
aforementioned objects. Players begin 
with three minutes on the clock, receive an 
extra minute for each room they enter and 
get a bonus minute for every 10,000 points 
scored. Points are scored for staying aloft 
and finding objects. Game play is further 
enhanced by the inclusion of force fields 
and pesky bad guy mobiles that keep 
players from getting where 
they want to go. 

Emotion mode eliminates 
the pressure of the clock and 
the scoreboard to let the 
adventurer explore one 
section of the maze for a 
different purpose. The maze 
is divided into 12 blocks of 
rooms that represent human 
emotional states: dream, 
motivation, orientation, 
stimulate, energize, relax, 
adapt, awaken, develop, 
concentrate, stamina and meditate. 
According to the documentation, the color, 
sound and nature of the rooms in each 
region are scientifically proven to 
stimulate the corresponding areas of the 
psyche. Although it’s strange to be 
manipulated by a machine, believe it or 
not, at least some of these regions did 
evoke a response. 

A sound board is essential for this 
game. VGA graphics, however, are not. 
The game employs a 16-color palette that 
should keep the psychiatrists happy, since 
it contains all the primary colors. 

It is quite refreshing to find a cerebral 
arcade title that can appeal to novices and 
hot sticks alike. Hats off to Data East for 
their best title released to date! 
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—Ed Dille 
Data East USA, Inc. 
1850 Little Orchard St. 
San Jose, CA 95125 
(408) 286-7074 
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Once you've experienced 
Lemmings, tt’s possible that 
you will have played one of 


the best computer games of 
the year. 
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Lemmings 
PSYGNOSIS 
Versions: Amiga ($49.95), 
Atari St ($49.95), IBM PC ($49.95), 
Macintosh ($49.95) 


Lemmings is the first independent 
project by Dave Jones’ DMA Design group 
(Menace, Blood Money) since going 
solo—Psygnosis still serves as publisher 
and distributor. It’s certainly an auspicious 
beginning for the team; Lemmings is 
definitely top banana _in_- the 
strategy/puzzle category. 

Lemmings, the real creatures, are little 
rodents that control their population by 
committing mass suicide. In Lemmings 
the computer game, every lemming is a 
valued member of the animal kingdom 
and must be protected at all costs. To do 
so, the player can transform 
individuals into builders, diggers, 
smashers, climbers or floaters. The 
object is to create bridges over 
potential death traps or excavate 
through obstacles so that a required 
percentage of lemmings can escape 
the vicinity. 

Lemmings oozes playability. The 
game consists of 120 levels divided 
into four stages of difficulty. The first 
stage of 30 levels is just for fun and 
consists of easy puzzles to get the 
newcomer acclimated. Other stages 
are “tricky,” “taxing” 
and “mayhem.” The 
first level of any of the 
four stages is user- 
selectable. A password 
after each level is 
completed lets the 
H player avoid going 
| through it again. 

Lemmings can be 
played either by one 
gamer or in a two- 
player competitive 
mode, which splits the 
screen down the middle. Each lemming 
team is identified by color. Unfortunately, 
the second player must provide his or her 
own mouse. A joystick routine would have 
been more acceptable. 

The graphics and sound truly 
complement Lemmings’ addictive game 
play. The lemmings march single file 
across the screen, straight into any danger 
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in their path. By turning the wonderfully 
animated rodents into excavators, bridge 
builders or other helpers, the route can be 
tailored to save some of the pack. 

The lemmings are very small, but they 
are well-drawn, using a fair amount of 
detail for such tiny creatures. Other 
graphic touches, like the dancing flames 
atop sensors flanking the exits to each 
level, make the game visually appealing. 

Squeaky rodent voices accompany 
certain activities. For example, when a 
builder is removed to let other lemmings 
pass, it cries out, “Oh no!” There are 21 
charming soundtracks interspersed and a 
toggle to turn off the music when a player 
has had enough. 

Lemmings is a charmer. These furry 
cuties are the most powerful English fun 
force to invade the U.S. since the Beatles. 
The on-screen creatures can best be 
described as lovable and amusing. They 
join with attractive graphic routines, clever 
puzzles and smooth action to provide a 
superlative play experience. 

—Frank Eva 
Psygnosis 
29 St. Mary’s Court 
Brookline, MA 02146 
(617) 731-3553 


The Untouchables 


OCEAN SOFTWARE 
Versions: Amiga ($39.95), Atari ST 
($39.95), Commodore 64 ($29.95), 
IBM PC ($39.95) 


NOM USTC 


In The Untouchables you play the 
famed lawman Elliot Ness in a fight to the 
death with the forces of Al Capone. The 
multisectioned shoot-’em-up requires a 
steady hand and dead-eye aim to keep the 
criminals from taking over Chicago. 

Graphics and animation are more than 
acceptable, and the scenarios are certainly 
interesting. Unfortunately, actual play is so 
incredibly tough that only the best of 
gamers will enjoy it. 

The top two-thirds of the divided screen 
shows current action, and the lower shows 
the weapon in use, amount of ammunition, 
player’s energy level and time remaining. 
Each gamer has a single life that is 
measured by the amount of energy he or 
she retains. Energy drops with each bullet 
that makes contact, but in some sections, 
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extra energy, time and ammunition can be 
gained from icons dropped by vanquished 
enemies. When the energy level reaches 
zero, the game ends. 

There are six levels, in The 
Untouchables. The first presents a side 
view of Elliot Ness as he moves through a 
warehouse filled with stacked boxes. Ness 
is pursued by Capone’s guards and must 
shoot them with his machine gun before 
they do the same to him. The object is to 
follow the blinking arrow to locate 
Capone’s heavily armed accountants (yes, 
accountants!), gun them down and 
confiscate the evidence they drop. 

Level 2 takes place at a bridge. Ness 
must not only gun down Capone's 
henchmen, but also any bottles that 
randomly appear on the bridge. Next, the 
player, armed only with a double-barreled 
shotgun, faces ambushes in the alleys of 
Chicago. If Ness’ energy runs low, the 
gamer can switch to another character 
while Ness recharges. This part of the 
game is reminiscent of Hogan’s Alley. 
Discrimination is required, since stupid- 
but-innocent bystanders hang out the 
windows to see what's going on. 

Level 4 involves a baby carriage to be 
guided down the concourse of the train 
station while avoiding enemy fire and 
shooting bad guys. The train station is 
chock-full of bystanders (don’t these 
people ever learn how to duck?), so the 
task is even more difficult. Level 5 is a 
sudden-death scenario. A gangster with a 
hostage must be downed with a single 
shot—miss and the game is over. Finally, 
Level 6 is a rooftop shoot-out with 


(a 


hdl 


Capone’s head hit man. 

Each of the levels sports good graphics 
and a different play action, making the 
game very interesting. The one big flaw is 
that the game is extremely difficult. Few 
players will complete even the warehouse 
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scene, much less progress far enough to 
see the upper levels. European games are 
often difficult—that’s the way the top guns 
over there like ‘em. But The Untouchables 
is the toughest I’ve come across in a long 
time, so much so that the game ceased to 
be fun after a while. 

—Dave Plotkin 
Ocean Software 
Electronic Arts Distribution 
1820 Gateway Drive 
San Mateo, CA 94404 
(415) 572-ARTS 


Airstrike USA 


SPOTLIGHT SOFTWARE 
Versions: Amiga ($39.95), 


IBM PC ($39.95) 


Its main claim to fame is that it is 
simple to learn to play, but difficult to 
beat. Airstrike USA features air battles 
against many types of enemy targets and 
full campaigns in which the player must 
almost single-handedly champion the 
allied cause. 

The game proceeds in stages. The first 
is arming the plane, a somewhat tedious 
procedure that, fortunately, needs to be 
done only once each play session (unless 
you want to change the load). The gamer 
selects from cannon, air-to-air and air-to- 
ground missiles. There is a maximum 
weight, so it is important to balance the 
load properly for the mission at hand. For 
example, the pilot must forego maximum 
fire power in favor of fuel when going 
after enemy shipping, which can be a 
considerable distance away. 

Next, the pilot studies the battlefield. 
Enemy and allied forces are scattered 
across the map, and the ultimate goal is to 
destroy enough of the enemy to make 
allied victory possible. Failure means the 
allied forces are destroyed. The position of 
all friendly forces are in the plane’s 
database, but it contains the locations of 
only two enemy installations. Others are 
found through fly-bys. The balance of 
power for all allied and enemy targets is 
shown at the end of each round. 

Takeoff splits the screen into two parts. 
The top shows the aircraft, with a view 
from above and behind. There is also a 
heads-up display (HUD) with critical 
information such as speed, direction and 
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Spotlight’s Airstrike USA 
is a simple to learm air- 


combat game that lacks an 
ability to challenge the 
gamer. 


weapon chosen. The bottom of 
the screen holds two maps and 
the currently selected target. The 
HUD shows an arrow that 
indicates the direction. When this 
arrow lines up in the center of 
the HUD’s compass points, the 
plane is aimed right at the target. 

Piloting the plane is simplified 
by its limited range. of 
motion—left, right, up, down and 

-4}] barrel rolls. Control is via 
rauatick, mouse or the keyboard, and all 
are easy to use. As the plane approaches a 
target, the pilot selects a weapon and 
fires when in range. Since the missiles 
feature auto-lockon, scoring a hit is not 
that hard. 

An interesting bit of veracity occurs 
when the target is struck at extreme range. 
Such distant firepower normally only 
causes damage, not destruction. Then the 
allied forces can capture the location, an 
especially important technique to master 
when the target is a factory. 

When low on fuel, the pilot must get 
close enough to an allied base to activate 
the automatic landing system, which puts 
the plane down. 

Airstrike USA is not a very challenging 
game on the face of it. Even the enemy 
fighters can be toasted with a missile, or 
outmaneuvered and shot down with the 
cannon. Strangely, though, even when the 
pilot does well destroying enemy targets, 
the campaign does not seem to go 
favorably, and allied forces invariably lose. 
This is quite frustrating. So, although it’s 
fun to play, the constant failure wears thin 
after a while. 

—D. P. 
Spotlight Software 
c/o Cinemaware 
4165 Thousand Oaks Blvd. 
Westlake Village, CA 91362 
(805) 495-6515 


Drakkhen 


DRACONIAN 
Versions: Amiga ($39.95), 
IBM PC ($39.95) 


The player's quest is to restore magical 
control of the universe to the benevolent 
Drakkhen of the Draconian people. They 


VG&CE « AUGUST 1991 


lost dominion of their world when the 
dragons stole the eight magic gems that 
rule the forces of nature: earth, water, air 
and fire. 

The controlling dragons of the 
elements each have one son and one 
daughter. These mini-monarchs must be 
presented with the appropriate gem that 
grants a blessing to that prince or 
princess. The player must gather the eight 
gems, learn four incantations and 
distribute the gems properly to succeed. 
The plot should sound familiar; it’s 
standard adventure fare. 

Players create a four-character party 
that must remain_ intact 
throughout the game (i.e., no 
bringing in replacements without 
starting over, so save often). Eat 
Each hero is rated in the )@ehg 
standard attributes: strength, 


dexterity, constitution, & 
intelligence and education (the | 
latter can be 
equated to 


wisdom.) There’s 
a limit of three 
rolls per 
character during 
generation, and 
gamers’ must 
accept the 
consequences of 
the third roll, if 
they take it. 

Party members may be 
male or female, and sex places 
no restrictions on the attribute 
scores. Available character 
classes are familiar: scout 
(similar to a ranger), 
Tfignterfjamazon, 
magician/sorceress 
priest/priestess. Unfortunately, 
there’s little imagination or strategy 
required for party composition; one must 
have one of each type to succeed. 

Other aspects of Drakkhen transcend 
mere banality and represent actual 
regression within the genre. Current state- 
of-the-art availability moves games 
beyond restricted player options, yet 
Drakkhen is a completely sequential, 
linear adventure. Also, despite most 
player’s abhorrence of cartography, 
Drakkhen requires extensive manual 
mapping. This is inexplicable, given the 
number of titles that feature auto- 
mapping. 

Finally, there is the copy protection. 
Data East has created something that 
makes two-toned red and black errata 
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Drakkhen’s ability for 
independent action by 
each of the characters, 
instead of relying on 
“group dynamics,” 
proves to be impressive. 


sheets read like bold-faced playing cards 
by comparison. Drakkhen uses a 
blue/black copy protection card that is 
virtually unreadable! Hey gang, if you 
want something that isn’t easily 
reproduced, use a code wheel. 

The product is redeemed by only one 
factor. Drakkhen’s originality stems from 
its graphical perspective and, to a lesser 
extent, its mouse-driven icon interface. 


The latter could not be labeled intuitive, 
but once they get used to it, players will 
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find it appealing. 

Some nuances to master are object 
manipulation and remembering to leave 
the fight icon turned off as one travels. A 
lot of the NPCs have something to say, so 
talk before hacking. If the fight icon is on, 
one enters combat automatically. 

The VGA graphics are excellent, 
employing smooth animation over 
detailed 256-color backgrounds that give 
the land of Drakkhen weight and 
substance. The player views the action 
from a third-person perspective behind 
and slightly above the party. The 
cinematic effect will keep players coming 
back for more. 

Movement is very smooth, with one 
exception. Take constant care not to have 
the party members step into any bodies of 
water. They immediately sink and drown. 
Finally, the ability for independent action 
by each of the characters, instead of 
always relying on “group dynamics,” is 
impressive. It is possible to engage in one- 
Oon-one combat and_ concentrate 
experience points on the character that 
needs them. 

In the aggregate, Drakkhen is an 
average game that could have been much 
better, had the folks at Data East been 
more attuned to the market. 

—E. D. 
Data East USA, Inc. 
1850 Little Orchard St. 
San Jose, CA 95125 
(408) 286-7074 
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Terran Envoy 
STRATAGEM GAMES 
Versions: Amiga ($49.95), 
IBM PC ($49.95) 


Terran Envoy is 
mystery/logic puzzle with quick play and 
endless solutions. It should have the 
greatest appeal to fans of the board game 
Clue. Although more complex than Clue, 


a fairly slick 


players must use similar intuitive 
processes to complete the game. 

The player is a diplomatic envoy of the 
human race who must locate a usurper on 
the Galactic Council. The distrust among 
the races on the council made them go 
outside their own to find a truly impartial 
investigator (Earth is too backward to be 
represented on the council). 

The player has a set amount of moves 
(used in about an hour) to locate, pass 
judgement and exterminate the offending 
council member with the Ray of Justice. 
Fortunately for those racing the clock, the 
“galaxy” is severely limited in size, and 
even though one must find each of the 
council members to interview them, 
transits occur instantaneously and do not 
eat up time. 

The interviews are necessary to 
complete the correct “xeneology” for each 
council member. The xeneology describes 
their friends and enemies, favorite and 
hated gifts, their honesty and loyalty and 
their friendliness to the player. As more 
and more is discovered, the player uses 
the shipboard computer to speculate 
about missing pieces of the puzzle. At 
higher difficulties, each council member is 


less “black and white,” and the proper 
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is a fairly slick mystery -logic 
puzzie with quick play and 
encless solutions. 


xeneology is quite elusive. 

The player is not encouraged to explore 
and wouldn't find much if he did. The only 
relevant geographical information, other 
than the location of the council members, 
pinpoints sources for the different crystals 
that must be mined. The crystals serve a 
dual purpose. First, each council member 
has favorites and those he avoids. Giving 
the right ones as gifts increases the 
information gleaned in an interview. 
Second, to eliminate the usurper, the Ray 
of Justice must be loaded with the correct 
three crystals. 

The player interfaces through windows, 
the largest of which pictures the council 
member with whom the player is 
interacting. Some of these portraits are 
quite detailed in VGA graphics, but the use 
of animation is rudimentary at best. The 
best aspect of the display is that it 
complements the simplistic command 
structure and doesn’t force players 
through a maze of screens to further 
confuse the issue. 

Game players are a diverse lot. On the 
narrow end of the spectrum are “tunnel 
gamers” (i.e., those who like one 
particular type of game). The broad end 
represents the megagamers, those 
players with interest in a wide 
variety of games. The largest 
software houses release titles in 
many genres to capture both ends 
of the spectrum and avoid putting 
all their eggs into one basket. Their 
capital allows multiple releases per 
| year, and with a little luck, the hits 
cover the turkeys. Smaller publishers do 
not enjoy this luxury and often can be 
made or broken on a single title. Even 
good word of mouth cannot save some of 
the smaller publishers’ best efforts. To 
succeed, they must target the largest 
possible audience. 

When Stratagem Games announced 
that Jerran Envoy is for players who lack 
the manual dexterity for arcade games 
and the time for role-playing or strategy, 
they may have opened their audience to a 
new group of gamers, but, unfortunately, 
they also excluded a lot of people. It 
seems that marketing, rather than design, 
was a mistake. To really succeed, 
Stratagem needed to attract the attention 
of a group of gamers who may not be 
familiar with this Australian company. 

—E. D. 
Stratagem Games 
1362 Trinity Drive, Suite D-2218 
Los Alamos, NM 87544 
(505) 662-2187 


VG&CE *« AUGUST 1991 


PowerMonger 
ELECTRONIC ARTS 
Versions: Amiga ($49.95), 
Atari ST ($49.95) 


GRAPHICS 14 2346 673 10 


PowerMonger, the latest game of 
conquest from Bullfrog, uses a similar 
interface to Populous, the British design 
team’s first game. It thrusts the player into 
a real-time world as a rather insignificant 
general who must take over the 
entire game map_ through 
diplomacy and battle. 

The PowerMonger screen is 
divided into two sections. In the 
center is the closeup map of one 
part of the current sector. The 
detail is incredible. Arrows fly, 
men roast sheep for food, water 
flows and rain and snow fall from 
the sky. The left side of the screen 
shows an aerial view of the sector 
and icons for rotating and zooming in and 
out on the closeup view. 

The strategic map can be switched to 
focus on contour, objects, settlements or 
food. This information instantly pops up 
via colors and dots as the player jumps 
back and forth between map profiles to 
keep up on sector changes. Orders in 
PowerMonger are issued entirely with the 
mouse, using command Icons. 

Watching over the action above the 
closeup view are the player’s captain, any 
subordinates and the opposing captains. 
Click on a captain’s medals to get important 
information about him and his troops. 

PowerMonger is a fascinating war 
game that takes the player into the 
intricacies of conquest. It represents the 
workings of small groups of soldiers led 
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by people like Napoleon and Alexander 
the Great as they traveled across the land. 

The most important factors in playing 
PowerMonger are the same as any real 
army’s: supplying the men with food and 
attracting new troops. After conquering 
two or three sectors, the number of 
soldiers is greater, but so is the challenge 
of keeping them loyal, fed and strong. 
There are sheep all across the land to kill 
for food. If the army goes hungry, the 
soldiers will stop, even when in the midst 
of battle, to forage. This most often leads 
to defeat. Many games are cut short by 
lack of food. Make sure that there are 
enough supplies for everyone, even the 
inventors and inhabitants of the 
conquered towns. 

The more complex options in the game, 
like inventing, diplomacy and spying, are 
not necessary in early sectors. The player 
should only attempt these functions after 
getting used to the rest of the game 
system. It is better to spend more time in 
the earlier sectors to build up numbers of 
men and food in an environment that is 
relatively easy to explore. 

The graphics and sounds _ in 
PowerMonger are simply excellent. The 3- 
D effects in the closeup window are 


ane to Bullfrog. As the closeup view 


rotates, the program reveals more 
of the landscape to the player. The 
detail in the game is impressive. 
Birds fly overhead, angels of dead 
men rise to the heavens, waterfalls 
tumble from up high, men walk 
around in their daily routines and 
battles come to life right in front of 
your eyes. As the seasons change, 
rain and snow cover the closeup 
view. 

Sound effects are very important 
in the game. Sheep “baa,” men respond 
to commands by saying “yeah” in a way 
that reflects their enthusiasm or lack of it, 
soldiers celebrate wins, birds sing and 
workshops are noisy as townspeople 
invent new weapons. 

PowerMonger is a unique game that 
opens the player’s eyes to the human side 
of conquest. The economics of battle 
reveal themselves dramatically. Bullfrog 
brought all of the best elements of 
Populous into PowerMonger, then added 
a lot of realism while upgrading all the 
bells and whistles. 

—Russ Ceccola 
Electronic Arts 
1820 Gateway Drive 
San Mateo, CA 94404 
(415) 572-ARTS 
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continued from page 54 


than a game, actually; it’s an obsession and a 
more delightful one than ever. 

—J.M. 
Sega of America 
573 Forbes Blvd. 
South San Francisco, CA 94080 
(415) 742-9300 


The Faery Tale 
Adventure 


ELECTRONIC ARTS 
For the Sega Genesis ($49.95) 


Now that the folks at Electronic Arts have 
established themselves among the premier 
third-party developers for the Genesis, they 
have become a little more adventurous in 
deciding which of their popular computer 
titles should be adapted to the cartridge for- 
mat. The Faery Tale Adventure is based on 
the role-playing fantasy developed by New 
World Computing Inc., an EA affiliate. 

The plot concerns itself with a medieval 
fortune-hunter named Julian, who lives in 
the land of Holm with his two brothers. The 
game is made up of eight quests, which 
range from a simple “rescue the talisman” 
mission to a cataclysmic showdown with the 
Evil Necromancer. There’s a lot of exploring 
to be done here—Holm is a big place, and 
the seemingly nonlinear game structure adds 
up to many hours of wayfaring. All the action 
takes place in real time, and the passage of 
time is nicely marked by the amount of day- 
light that Julian has to work with. 

Unfortunately, the game’s icon-based 
menu-selection system causes a number of 
problems right from the start. Specifically, 
the control pad response is a bit sluggish 
when you're trying to highlight different 
items in the menu box. You can tap a direc- 
tion on the pad and take your finger off the 
button before the on-screen pointer actually 
moves! Granted, we're only talking about a 
fraction of a second here, but the delay usu- 
ally triggers a subconscious reaction to hold 
the button down longer than necessary, 
which moves the pointer farther than you 
had intended. A flaw like this one is particu- 
larly frustrating in a game that requires you 
to struggle with the interface several times 
per minute. 

Then there’s the password option that 
allows you to save a game in progress. This 
sucker consists of no less than 36 characters, 
one of the longest I’ve ever seen. | realize 
that a battery backup would probably have 
increased the retail price, and | appreciate the 
cost-cutting—but there has to be a better 
way to do this! 

Though these weaknesses have sand- 
bagged The Faery Tale Adventure and 
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threaten to drag it down into the RPG grave- 
yard, this cartridge has certain qualities that 
suggest the presence of a video-game mas- 
terpiece lurking just around the corner, or at 
least the skeleton of one. Take a look at what 
happens when you don’t have 
a green jewel to light your 
way when the sun goes 
down—Holm can get pretty 
spooky after dark. If it’s true 
that the Genesis can only dis- 
play 64 colors simultaneously, 
then they've picked the right 
ones; it really fee/s like night- 
time. The game’s music is 
equally atmospheric, and it 
would have been even more 
effective if the tunes had taken 
advantage of the Genesis’ 
stereo capabilities. 

One night, after playing the 
game for several hours, | 
decided to steer Julian back to 
the safety of the village of Tam- 
bry and let him get some rest 
like | was about to do. It was 
well past midnight in the game 
(and in the real world), so | led 
the brave wanderer into one of 
the buildings and walked him 
over to the bed. 

“Julian is not sleepy,” 
the information window 
politely informed me. 

“Too bad,” | retorted, 
“Chris is sleepy.” | hadn't 
stayed up this late since | 
tackled Crystalis on the 
NES. 

“Julian ate an apple,” 
quipped the game, and | 
began the long and labo- 
rious process of writing 
the password down. This 
Julian guy obviously had 
a mind of his own and 
fully intended to con- 
tinue his quest even as | 
switched the TV off. 

| didn’t sleep much 
that night—I kept hearing, 
in my head, the ominous 
theme that The Faery 
Tale Adventure plays 
every time your character 
is about to be attacked. 
This sinister melody 
haunted me for hours, 
preying upon my imagi- 
nation the way good 
music should. 

| remember thinking, 
any game that keeps me up for half the night 
and gets me to speak out loud to my TV set 
can't be all bad. 

—Chris Bieniek 
Electronic Arts 
1820 Gateway Drive 
San Mateo, CA 94404 
(415) 571-7171 
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ext month’s issue of VIDEOGAMES 
& COMPUTER ENTERTAINMENT will be 
packed from cover to cover with 
various forms of coverage of the Sum- 
mer Consumer Electronics Show held 
in Chicago during the first week of 
June. There’s no question that the 
biannual industry show is the place for 
journalists, distributors and buyers for 
discount and electronics stores to see 
the newest releases, talk to the pub- 
lisher’s executives and representatives 
and gaze at the future of home com- 
puter and video gaming. 

The Electronic Industry Association, 
the group that sponsors CES, does a 
terrific job. They put on one of the 
world’s largest trade shows twice a 
year. Anyone who hasn’t attended one 
of these extravaganzas can’t possibly 
imagine the logistics of getting all 
those exhibits and attendees together 
for their mutual benefit. 

So when | say that electronic gam- 
ing needs its own national convention, 
it is definitely not intended as a slur 
against the Consumer Electronics 
Show (or other worthy events, includ- 
ing the Game Developers Conference, 
Software Publishers Association gath- 
ering, the three yearly Comdex con- 
ventions and the venerable New York 
institution—the Toy Fair). The National 
Electronic Gaming Convention, as | 
envision it, would augment, not 
replace, existing expositions. It could 
offer opportunities and activities that 
simply aren’t practical or even desir- 
able at any of the current shows. 

Does electronic gaming need 
another convention? Not if it is simply 
“another convention.” The national 
convention would be anything but 
business as usual. Before discussing 
the composition of the show itself, 
let's look at some of the reasons why 
it would be a good idea. 
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WHAT 
ELECTRONIC 
GAMING NEEDS 


IS A NATIONAL 
CONVENTION 


by Arnie Katz 


Writer, editor, lecturer and game 
designer Arnie Katz knows the field 
from every perspective. Each month, 
his column takes readers inside the 

world of video and computer games. 

It’s time for a midsummer nights’ 

dream, and Arnie has a doozy to share 
with you this time. 


* Computer- and video-gaming 
companies constitute only a small 
fraction of total exhibitors at CES and 
Comdex. A show devoted solely to 
interactive-electronic entertainment 
would give our industry a chance to 
display its wares, court the media and 
present workshops and panels of spe- 


cific interest to this business. 

* Its sheer size makes it impossible 
to hold the Consumer Electronics 
Show anywhere except Chicago and 
Las Vegas, the two cities where it now 
alternates. A games-only show would 
be large, but still well within the capa- 
bilities of many American cities. A 
rotation plan could move the National 
Electronic Gaming Convention from 
region to region each year, so that 
every section of the country would get 
a chance to host. 

* A national gaming convention 
would yield reams of publicity for the 
industry and the hottest new video- 
game and computer software. It is 
much easier for the game business to 
project the image it wants and deliver 
its messages to consumers without 
the distractions of unrelated product 
lines and cutting-edge technology 
from other fields. 

* No show embraces all aspects of 
electronic gaming under one roof. 
Shows that feature coin-ops don’t 
have home video and computer enter- 
tainment, while events with exhibits 
from the handheld dedicated electron- 
ic-game field seldom have the coin-op, 
video-game or computer-entertain- 
ment companies. 

* With the exception of MacWorld 
Expo, which has only a small entertain- 
ment component, consumers have lit- 
tle chance to talk to the people behind 
interactive entertainment or see inno- 
vations before they reach retail outlets. 
A national gaming convention would 
bring the pros and the fans together in 
a meaningful way for the first time. 
Speeches and panels held on the 
“open” days of the show would let 
gamers see and hear the people who 
design, develop and publish their 
favorite hardware and software. 

Let me confess that my concept of a 
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NOW HEAR THI! 


Ww: GameSounds ”, you designed specially for your 
W. an actually feel the sound Nintendo Entertainment System. 
of nunchucks whizzing past your It works cordlessly, thru private 
head. Hear Mario squash the headphones, up to 20 feet away. 
Goombas. Dragons breathing fire. So you can turn TV sound all the 
Maidens pleading for help. Sounds +way down. No one will hear the 
younever heard before. More real game but you. Play whenever 
than you ever thought possible. = you want. You won't have to 
Your games will get into you. listen to "Shut off that noise!" 
With sound so totally awesome, _—_ ever again. * Want to play with 
so accurate & clear, friends? No problem! Add 
you'll swear youre en as many Accessory Re- 
really there. Inthe J aes = ceivers.as you like. They 
game. Unbelievable! Sk fee also double as Nintendo 
: Bie is PRS-ae . approved FM "Walkman" - 
1 tone only [ { f SS 5) 1) style radios. * So don't 
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SUPREMACY 
Yt tototal 


Challenge of the 
New World Order 


Meet the challenge of the new world 
order - where the threats are global 
and the struggle endless. 

You lead one of the world’s six 
superpower blocks to its rightful des- 
tiny - world domination. Shrewdly use 
your diplomatic skills to mislead foes 
and to keep allies loyal. 

Plan and prepare for war. Flex your 
economic muscle by building armies 
and navies, then make airborne and 
amphibious assaults on distant lands. 
By word and by deed your reputation 
will spread across the globe. 

There is danger however — nukes - 
they cast the chill of the Cold War. Soon 
the world becomes a nuclear mine field 
- be careful where you tread. 


Supremacy is available at better hobby 
and game stores throughout the USA. 


To order the Supremacy board game send 
$44.95 plus $3.00 shipping and handling to: 


Supremacy Games Inc., 135 Statler Towers, 
Buffalo NY 14202 


Ni 
Nintendo 


nr SVStem 


My Cheque CL) or Money Order C1 is enclosed. 


Please Print 
Nome 
Address 
City State/Province 


Country Zip/Postal Code 


YOULL SWEAR YOU WERE REALLY THERE! 


AVAILABLE AT 
“TOYS RUS SOFTWARE ETC.» OR CALL +708-680-2858 FOR THE DEALER NEAREST YOU. 


AVAILABLE AT TOYS ‘R' STORES IN NY & NJ ONLY 
CIRCLE #132 ON READER SERVICE CARD. 


a Please allow 2 to 4 weeks for delivery. 
“ Official ~ 


Gintendo) 


Seal of Quality 4 


CIRCLE #133 ON READER SERVICE CARD. 


“National Electronic Gaming Conven- 
tion” isn’t original. It came from the 
United Kingdom. The Computer Expo, 
held in London every fall, incorporates 
many features that also belong at any 
U.S. show. 

The most important thing the 
national convention should bor- 
row from our friends on 
the other side of the ® 
big pond is the notion © 
that the national con- ’ 
vention should 
welcome con- 
sumers as well 
as the trade pro- 
fessionals. | 
always feel a lit- 
tle guilty when | 
blather about the 
delights of the 
Consumer Elec- 
tronics Show, 
because most 
gamers will never 
set foot inside the 
exhibit hall, much less visit the pub- 
lishers’ suites and gala press confer- 
ences, parties and receptions. 

London’s Computer Expo devotes 
its first two days to the industry and 
then throws open the door to thou- 
sands of enthusiastic electronic-game 
players. For the appropriate admis- 
sion, they can walk the exhibit area, 
talk to designers and get inside infor- 
mation about their favorite hobby. 

What kind of attractions could 
attendees expect at a national gaming 
convention? Here are some ideas: 


PROFESSIONAL EXHIBITION 


Major electronic-gaming compa- 
nies would set up for the trade at the 
start of the convention and then cater 
to the fans on the weekend. 


GAMING FLEA MARKET 


This area would be open to small 
businesses and noncommercial sellers 
of accessories, fanzines, old games 
and such. The booths would be small 
and relatively inexpensive and would 
sell to show visitors. 


PROFESSIONAL PROGRAM 


A crowded schedule makes it 
impossible for current shows to fea- 
ture more than a couple of panels or 
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workshops addressed to the electron- 
ic-gaming industry. The first two days 
of the National Electronic Gaming 
Convention would provide a great 
Opportunity to focus on more specific 
situations, opportunities and chal- 
lenges. 


FAN PROGRAM 


The two weekend days 
of the show would have a 
full schedule of 
speeches, panels 
and workshops on 
subjects of primary 
interest to the nation’s 
gamers. Potential top- 
ics of these events 
might include how to 
publish a fanzine, a 
symposium on career 
opportunities in elec- 
Ai tronic gaming and 
talks by outstanding 
professionals and 
clinics to improve play. 


MEET THE PROS PARTY 


If you love baseball, you can meet 
Nolan Ryan at trading card shows. 
Deadheads can see their idols at con- 
certs. What about gamers? An after- 
noon or 


evening gathering in conjunction with 
a national convention would provide 
many gamers with the first chance 
they have had to meet the authors of 
their favorite games. People in the 


industry love superstars like Chris 
Crawford, Alexey Pajitnov and Sid 
Meier. It’s a cinch that gamers would 
feel the same way. 


TOURNAMENTS 


Companies could run competitions 
with their hottest games, and the 
national show might even crown an 
“all around” champ! 


AWARDS BANQUET 


At first glance, it may look like elec- 
tronic gaming already has too many 
plaques and trophies. Yet among all 
the honors, there isn’t a single one 
that comes directly from the folks who 
spend their money on the products. A 
national convention would be a per- 
fect platform from which to launch a 
truly democratic slate of awards. Sci- 
ence fiction has its Hugos, why 
shouldn't electronic gaming have the 
Ralphs (after Ralph Baer, the father of 
the video game)? 

That's just a sample of the wonders 
that would await attendees of the 
National Electronic Gaming Conven- 
tion. Undoubtedly, others will con- 
ceive of even more exciting and enjoy- 
able activities—/f it ever turns from 
dream to reality. 

How is it going to happen? It won't 
be easy. It will take a lot of coopera- 
tion, perhaps more than the industry 
is used to giving, to weld the disparate 
elements of business and fandom into 
a team capable of mounting such a 
meeting. The Software Publishers 
Association (SPA), the gaming maga- 
zines, hardware and software manu- 
facturers and gaming's creative com- 
munity would have to pull together as 
they have not yet done. 

Any project, even one of this mag- 
nitude, begins with a single step. | 
think that step should be the forma- 
tion of an ad hoc committee for the 
National Electronic Gaming Conven- 
tion. This body, perhaps initially under 
the aegis of the SPA, could study the 
question, evaluating good and bad 
points, and investigate the feasibility 
of the idea. Maybe a National Elec- 
tronic Gaming Convention is one of 
those terrific concepts that won't work 
when things get serious, but maybe it 
will. | think it’s time we find out. & 
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The Video Game Specialists 
24 HOUR 


ORDER/INFO LINE nti 
(214) 218-5800 |, Sefes=> 


We can accept VISA and MASTERCARD orders by phone. 
Money orders can be mailed to us for prompt processing. In 
stock games ship within 24 hours. All games are brand new, 
even though our prices resemble other's charges for used 
games. Normal UPS shipping and insurance is $1 per 
cartridge and $5 per game system. Texas residents must pay 


A ATARI 7800" 
CovEcOVisIon 


ATARI XE~ 


Ral 


RFA. 


| 


7.25% sales tax. A single $3 processing charge is assessed JOYSTICKS 
per ay Eee and adage gy ng change. We are 
roud to am f Bett j B of 
ATARI DM. 5200" Dallas, and have been cede af cares ee 1986. A C CESSORIES 
E OUR SERVICE AND SELECTION! 
HAND HELDS 


GAME BOY" HERE ARE JUST A FEW EXAMPLES INTELLIVISION * 


SEGA GENESIS TURBOGRAFX-16 GAME BOY ATARI LYNX NINTENDO 
Game System $139.95 Game System $99.95 Game System $89.95 Lynx Portable $99.95 Game System $99.95 
Stereo Speakers $29.95 TurboGrafx-CD $279.95 Nuby Game Light $14.95 Chess Challenge $39.95 MegaMan 3 $49.95 
Phantasy Star 3 $69.95 TurboExpress $299.95 Nuby Amplifyer $14.95 QIxX $39.95 Ninja Turties 2 $49.95 


COLECOVISION NEO-GEO SEGA GAME GEAR ATARI 7800 SEGA MASTER 


Game System $99.95 Game System $439.95 Game System $149.95 Game System $39.95 Master System 2 $59.95 
Hand Controller $19.95 Ninja Combat $199.95 G-Loc $32.95 Robotron $14.95 Ghouls N Ghosts $39.95 
Tarzan $19.95 Nam-1975 $199.95 Dragon Crystal $29.95 Galaga $14.95 Golden Axe Warrior $39.95 


ns FOR A COMPLETE CATALOG ( TELEGAMES USA ) 
VISA SEND YOUR NAME, ADDRESS, AND MACHINE TYPE _ 


PLUS $1 FOR POSTAGE AND HANDLING TO: BOX 901V - LANCASTER, TEXAS 75146 


CIRCLE #134 ON READER SERVICE CARD. 


VIDEO GAME 
WAREHOUSE 


We have the games you want at the prices you want! 
Genesis) 44g 


LOW PRICES 


NEO GEO GAME BOY" On All 
Game Cartridges 


Call for a Accessories 


Hand Held Games 
Phone Quote Game Consoles 


24 Hr. Send for your FREE copy of our price list TODAY! 


Order Information Line 


NAME (Please Print) 
ae Cd 


4802 East Ray Road, Suite 23-4 - Phoenix, Az 85044 


CITY/STATE/ZIP 


e‘re only two months away 
from the Big Event—the 
Game Doctor's 10th anniver- 


sary of serving the software needs of 
electronic gamers! Remember, each 
and every question published in the 
October Game Doctor column in 
VIDEOGAMES & COMPUTER ENTERTAINMENT 
will be awarded a Game Doctor Prize 
Packet containing promotional items 
including buttons, belt buckles, pens 
and other flotsam collected during the 
Doc's first decade in practice mode. 
Meanwhile, there’s a Prize Packet to 
give out this month and a whole lot of 
questions in need of answers. 


lam really interested in Koei’s 
games, but | have a few questions: 

1. Are these games created by Koei 
of America or are they only translated 
there? 

2. If they are only translated by 
Koei of America, then who creates 
them and what is their address? 

3. Do you think Koei would pay any 
attention if | sent them a scenario for a 
historical game? 

—S. Nikraftar 
Vernon, Canada 


Koei’s NES games are translations 
of computer games for IBM PC com- 
puters and those, in turn, have been 
translated into English by Koei of 
America from the original Japanese. 
Both Nobunaga’s Ambition and 
Romance of the Three Kingdoms were 
produced by Kou Shibusawa and are 
even more popular in Japan than they 
are here in the United States, where 
they have been quite successful. 

Even if you had a good idea for a 
historical scenario, it is extremely 
unlikely that a Japanese software pub- 
lisher would buy it. | know of no case 
in which a Japanese publisher has 
purchased a game design or scenario 
from an American author. 


I'm getting tired of all these silly 
arguments over which game machine 
has superior technical specifications, 
from people who really have no idea 
what they’re talking about. Graphics 
resolution, 8- versus 16-bits and mem- 
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INFORMATION ON THE 
SOFTWARE SCENE 


by 
the Game Doctor 


ory size are superficial comparators, 
so please stop these meaningless 
debates. It’s not the hardware that 
matters, it’s the games and their 
underlying concepts. Tetris was a bril- 
liant idea which would have played 
just as well on an old Atari 2600 VCS 
as on a 40MHz 486-based PC. 

Are TG-16 games any worse 
because you discovered that the CPU 
is actually only an 8-bit? Do you care 
how fast the microprocessor is that 
controls your VCR or microwave? 
Have you ever worried about the inner 
workings of your favorite coin-op? Of 
course not, so leave the technical 
details to the programmers and engi- 
neers, and judge the games on their 
own merits. Let’s all stop being so 
uptight about the various inadequa- 
cies of particular systems, and just 
enjoy the hobby. 

—James Hague 
Dallas, TX 


| sympathize with much of what 
you say, James. | agree that too many 
gamers have become fixated on com- 
paring meaningless technical specifi- 
cations and drawing illogical conclu- 
sions based on those comparisons. 
However, the difference between an 8- 
and a 16-bit processor is far from 
meaningless. 

The brute fact is that each game 
system has a lifetime that results from 


the system’s popularity and technolo- 
gy. It is undeniable that a system’s 
popularity is also closely related to its 
technology. That is not to say, howev- 
er, that the most popular system is 
always the most technologically 


_advanced, but the most popular sys- 


tem is never too far below the stan- 
dards of its competitors. 

You mention Tetris as an example 
of a game whose conceptual under- 
pinnings are solid enough to sustain it 
even in a technologically primitive 
environment. This is true. It’s also true 
that the success of the Game Boy has 
created a resurgence of interest in 
games with strong play value. But 
how many games are there that could 
be popular today, even in a 2600 for- 
mat? Very few. The audience demands 
state of the art or as close to it as pos- 
sible. Otherwise, the Atari VCS, Intel- 
livision and Colecovision would still 
be around. 

Remember the Game Doctor rule of 
Thumb: When judging a system, test 
play a few of its most popular games. 
This will provide an excellent idea of 
its capabilities. Don’t get hung up in 
meaningless specs, but you can’t 
ignore the technology that drives a 
system, either. 


U 7 e a ‘ g sie 


| have been a fan of yours since the 
days of the old Electronic Games mag- 
azine (I still have the first issue, the 
one with the blue cover showing the 
game Space Invaders on a TV screen), 
and | still follow your column here in 
VG&CE every month. 

| recently bought the Mega Drive 
game Batman and it is fantastic! It is 
the most expensive game in my Gene- 
sis library but well worth it. There are 
a couple of questions I'd like to ask, 
and I'm betting that if anybody can 
come up with the answers, the old sili- 
con sawbones can! 

When | got Batman, | noticed sever- 
al things right away. First, the Mega 
Drive cart is shaped differently from 
my Genesis carts. Why do the Mega 
Drive and Genesis systems differ in 
console design and cart shape? | 
altered the top of my Genesis and now 
the Mega cart fits like a glove and 
works perfectly. 

Next, why are the game instruc- 
tions written in Japanese? | realize this 
game is intended for sale in Japan, 
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but when you plug the game in and 
begin play, the opening scenario 
describing the game is put on the 
screen in perfect English! What gives? 

Fortunately for me, most of the 
game play in Batman is intuitive, so 
the lack of instructions in English was 
no big deal. But why on earth would 
an American gamer buy a Mega Drive 
game in the RPG vein that only comes 
with a nice lengthy introduction book 
written in Japanese? Or why would 
you want to buy an imported mag fea- 
turing Japanese games if the mags 
are not in English? 

Before | forget, tell your patients to 
have patience—now that Nintendo has 
dropped its exclusivity rule, Batman 
by Sunsoft will probably show up as a 
Genesis cart sometime down the road. 
Thanks again, Doc! 

—Bob Steele 
Moberly, MO 


Great letter, Bob. It’s wonderful to 
hear from a longtime reader on the 
verge of my big anniversary. Makes 
the senile sawbones all misty-eyed. 

The reason why the Mega Drive 
and Genesis have different consoles Is 
because Sega wanted to keep its 
American audience distinct from its 
European and Japanese customers. 
Frankly, they want to keep Americans 
like you—yes, you, Bob Steele!—from 
getting their paws on Euro-Japanese 
software. This is called “gray market” 
software. It isn’t black market, but it 
doesn’t reach store shelves through 
traditional routes, either. Instead, 
games are purchased in Europe by 
middlemen and shipped for sale to the 
United States. Sega of America is 
making an effort to stop all gray-mar- 
ket Genesis software from reaching 
these shores. 

As for why so much of this and 
many other Japanese games are in 
English, the fact is that English is very 
familiar to most Japanese, and 
English words are integrated into 
Japanese culture on every level. When 
Japanese business was rebuilding 
after World War II, many of the wealth- 
iest customers were Americans. To 
this day, Japanese signs, advertise- 
ments and popular culture feature 
English intermixed freely with 
Japanese. 

Your last question stumps me, Bob. 
| suppose some gamers are SO anx- 
ious to have certain titles they are will- 
ing to gamble that they will be able to 
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dope them out. As to why they buy 
Japanese magazines, perhaps it’s to 
look at the pictures and speculate 
about the captions. 

Couldn’t agree more about the 
Mega Drive Batman game, by the way, 
| hope you're right! 


| would like to know why Sega 
shows us a picture of Super Monaco 
GP on an advertisement (Nintendo 
don’t, Genesis does ad), and the pic- 
ture shows a checkered starting line, 
crowds of people, buildings, etc. But 
when | bought the game, there was no 
starting line, people, etc. What hap- 
pened? Same thing for Joe Montana 
Football. 

Also, do you know if Sega (Gene- 
sis) or NEC (TG-16) are going to work 
on a hockey game? 

—Patrick Houle 
Quebec, Canada 


Not sure about Sega, but Cine- 
maware showed a superb new hockey 
game for the TurboGrafx-16 at the 
Winter CES here in Lost Wages last 
January. It’s called TV Sports: Hockey, 
and let’s just hope that it doesn’t get 
lost in the chaos produced by Cine- 
maware’s unfortunate financial diffi- 
culties. Rumors also persist that Ed 
Ringler is in the process of updating 
his classic Superstar Ice Hockey 
(Mindscape) for home computers. 

As for your first question, | suspect 
that the reason for the difference 
between game and game screen is 
that Sega probably used a screen shot 
from the coin-op original, since the 
Genesis version probably wasn’t com- 
plete when the ad went into prepara- 
tion. Even so, | think Sega owes 
gamers an apology every time some- 
thing like this happens, since it /s 
deceptive, unintentionally or otherwise. 

The Joe Montana Football story is 
somewhat different. The original 
developers of the game, Mediagenic 
(who planned to base Montana on a 
game calied Hard Yardage ), had a 
parting of the ways with Sega, and at 
the last minute the project was given 
to a new developer (Park Place, devel- 
opers of the similar John Madden 
Football for the Genesis), so the entire 
game changed at the last minute. 
Nonetheless, Sega is starting to get a 
bad track record in this regard. 

From the dawn of the electronic- 


gaming era, publishers have faced the 
problem of what to do about playfield 
shots. Contemporary photographic 
technology and screen dumps make it 
possible to give gamers a pretty good 
idea of what a game looks like, but 
there are several guidelines the Doc 
would like to see the software publish- 
ers follow: 

1. Always identify which version of 
a game the customer is looking at. If 
it’s a Genesis screen shot on the back 
of an SMS box or an Amiga screen 
shot on the back of a Commodore 64 
box, that should be clearly indicated. 

2. A distinction should be made 
between animated and nonanimated 
screens. If a gamer is looking at a full- 
screen digitized photograph used in an 
introductory or expository sequence, 
that should be spelled out. 

3. A further distinction should be 
made between photos of interactive 
and noninteractive screens. Many 
games feature spectacular, animated 
game introductions, but showing a 
photo of such a scene without proper- 
ly identifying it is deceptive. 

Often the screen shot is the cus- 
tomer’s only guidance in the evalua- 
tion of a game for purchase. It is there- 
fore incumbent upon publishers that 
they play fair in this regard. 

By the way Patrick, your letter was 
this month’s winner, but you didn’t 
include your complete address. Please 
send it to the Game Doctor, pronto! & 


QO & A Quickies 


«Joseph Wong of Vancouver, Canada, won- 
ders whatever happened to the vaunted Konix 
game system. Plans to bring the Konix to 
North America have fallen through, Joseph. 

«Walt Wyman of Walla Walla, Washington, 
asks another question. “Why don't any of the 
16-bit home systems made today come with 
standard joystick ports? This may seem like a 
trivial complaint, but in a town like Walla 
Walla, it’s difficult to find inexpensive, quality 
joysticks. I'm constantly mystified as to why 
Sega, NEC and Nintendo rejected the standard 
nine-pin port configuration invented by Atari 
way back when.” 

There are a variety of reasons, Walt, includ- 
ing the desire on the part of the Japanese to 
totally disassociate their products from the 
previous generation of video-game systems. 
But | think the main reason was the desire for 
more input. The old Atari standard was fine, 
but it had a major weakness: a single action 
button, whereas systems like the Genesis 
boast three, in addition to RUN and SELECT 
buttons. 

Walt also wants to know my real name. 
“I've read your column all these months with- 
out once seeing your name in print,” he says. 
Walt, you could’ve been reading this column 
for nearly ten years (gee, could there be an 
ANNIVERSARY coming up?), and the only 
name you'd ever see is the Game Doctor. 

Remember, gang, send all questions, com- 
ments and corrections to Game Doctor, 330 
S. Decatur, Suite 152, Las Vegas, NV 89107. I'll 
see you all in thirtysomething! 


Shedding Some Light 
on Night Shift 


LUCASFILM 
Version: IBM PC 


In Night Shift, gamers are employed by 
Industrial Might & Logic Ltd. to keep the 
company’s machinery functioning long 
enough to produce a designated number 
of toy dolls. The “BEAST” is a giant 
mechanical gizmo that produces the dolls 
but tends to have a mind of its own. Play- 
ers earn points by keeping the machine 
running and producing the correct dolls in 
the desired colors for that round. 

The first thing to do is memorize the 
correct direction of each con- 
veyor belt. Jot down a quick 
map of the belts with their 
direction in Round 1, since 
they are all running correctly 
at this stage. The most recur- 
ring problem is that gamers 
run into a switch-flipping 
pest that changes the direc- 
tion of the conveyors. 

Once gamers have a 
working knowledge of the 
belts, it’s time to start pro- 
duction. Begin each round 
by riding the bicycle until the 
lights flash at a high speed. 
Next, check the indicators 
_ under the foreman’s office to 

see which parts of the 

BEAST require imme- fr- 
diate attention. In the 
earlier rounds, it is 
usually the resin 
machines that need 
repair. Immediately 
head upwards, check- 
ing all conveyors as 
you go. While you 
move, grab as many 
bonus items as possi- 
ble. They are needed 
in the later rounds. 

Once Fixit gets to the top, kick the solid- 
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ifier supplier plug into the wall, and check 
the bolts on the resin machine. The siren 
stops when you succeed. Once you're 
done, head back down and ride the bike 
again to keep the lights flashing. 


In the later stages, players 
are required to mix paint and 
monitor the quality control 
units as well as rid the plant of 
any pests that may hinder pro- 
duction. Always take note of 
the color of the paint 
machines, and stay close to 
them—the pests love to 
change the colors of the dolls. 
Remember to pull the chain 
and flush the vats whenever a 
new color is required. Should 
any pests be around, kick them 
immediately and drop a 
Venus’s-flytrap next to the 
paint machines to prevent fur- 
ther tampering. 

Another way to earn big points is to 
change the direction of the lower belts to 
discard defective dolls before they're fed 
to the quality-control unit. This is critical 
because defective dolls recorded by this 
unit cost the player money at the end of 
each round. | 

Keep a watchful eye on the resin tub to 
make sure the gray glop is coming out at 
all times. Should the pests change the 
five-position lever next to the solidifier 
supplier, the tub turns out blue bubbles 
and halts production. If this happens, 
quickly move the lever back toward the 


VG&CE ¢ AUGUST 1991 


LATEST TITLES » LOWEST PRICES 
EXPRESS SERVICE + VISA * MC + COD 
FREE SHIPPING IN CALIFORNIA 
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* V'S:T CAL-FORNIA'S LARGEST GAME STORE — eo me 
CS 11390 VENTURA BLVD., SUITE 1 
ee , NORTH HOLLYWOOD, CA 91604 — eadquarters 
am) 


TWO NEW LOCATIONS SOON IN SOUTHERN CALIFORNIA (L A. & ORANGE COUNTY) 


HOURS MON-SAT:10-7, SUN:1-5 PST 


onvers: 818-760-GAME (4263) 


CUSTOMER SERVICE/INOUIRIES: 818-760-4263 ext.99 
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JESSE THE BODY ......... 
JOE MONTANA ...00. 
JOHN MADDEN ............. 


EEE5 
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DEALER WHOLESALE INQUIRIES WELCOMED - FRANCHISE OPPORTUNITIES AVAILABLE BOUNTY 
LAKERS VS CELTICS ... $44. 
MIDNIGHT RESISTANCE$41. 


MD/Genesis Control Pad: | 
MD SJ4500 $29 
HAPP Pro Control $29 
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BIMINI RUN .................... 
BUSTER DOUGLAS 


SYSTEMS (NEW USED) PORTABLE 


gt 


JAPANESE 
MAGAZINES 


$169 |BEESHU Stnker $29 | TurboExpress $call z 

used $130 |Sega Pad $29 | Game Gear $149 $48 

Seca educed |MO XE-1 Joystick $49 | Lynx $99 $44 

enesis new redu | $41 
___ ja used call | Genesis Arcade Stk. $48 | Game Boy $89 $49. 
(GENESIS. TurboGratx new reduced |. | | — et 
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REREBE 


SUPER Famicom 


Genesis & 


smeeead CONVERTERS 


NEGR DRIVE — — — — | TunmoGrfx -used $19+ ngine 
# -swap $9+ pre ee MegaDnve Fan. 
Megadrive & -new $494) ponverter (Pay Mega lsierFamicom $15 COMING 
PC Engine -used $30+| ~"”° Famitsu $15 AXIS » BATTLE MISSION * BERLIN WALL + CALIFORNIA GAMES 
| -swap $9+| 50 crcine/T $25 foo Engine Fan $15 * CEASAR * COLORADO + CROSSFIRE » DARWIN 4081 + F-15 
ngine/TurboGratx 8 — $15 STRIKE EAGLE + HELL RAISER »* PAPERBOY © RBI Ill * ROAD 
| NEOGEO = ~hew 5188+! cavertar (Play PC aah NIRA BLASTERS + SKULL & CROSSBONES « STAR BLADE « VETTE 
rd | ae Engine on TurboGratx) |" Price incudes S&H » WINTER GAMES 
; $35 
ie possi ee RENTALS (Per Week) PRICES SUBJECT TO CHANGE 
Mempersg NEO GEO BY MAIL TO ORDER: P.O. BOX 15371 
Latest Titkes from Japan 
/ [ym Se ees ea Samaecones EVANSVILLE, IN 47716 
: Joy Kid Scall | egaunve | a . 
| -swap $9+ Ses batae Scall TurboGratx games $10 1 800 441 2984 
King of Monsters $call|PC Engine Games $10 WE TAKE MC/VISA 
, | Neo Geo Access. call Sengoku $call | Super Famicom Games $10 
PC Engine Access. call [Burning Fight $cal| | NEO GEO games UPS ADD $3.00 - COD ADD $3.50 
TGX Access call | AphaM || Super Famicom Sys. 
a | TGXCD Player $359 iain = NEO GEO Sys. $40 FOR SOFTWARE 
M 129 (Systems not by mail) 
gP | MOModem $129 ere ro ee INDIANA RESIDENTS ADD 
| WE MATCH PRICES 5% SALE TAX 
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Ultimate Game Club 
1-800-Buy-At-Game-Club 
1-800-289-2842 


Specials this month 

Expires 8/30/91. Call a salesperson for details. 

1. Turbo Grafx systems for only $99.99! 

2. Turbo Grafx CD Rom System for $299.99! 

3. New Turbo Grafx Games only $19.99. Choose: 
Pacland, Victory Run, Galaga 90, Final Lap Twin, Alien 
Crush, World Class Baseball or Tennis. 


or 1-203-388-6741 
or Fax 1-203-388-0084 


Ultimate Game Club 
1491 Boston Post Road 
Old Saybrook, CT. 06475 


We promise: mg 

1. We'll match any price any time on in stock mer- 
chandise. 

2. We'll ship any game to you faster then anyone 
else; sometimes that same day! 

3. We stock more games, been in business longer, 
& satisfied over 1000 customers. 

4. If your order is over $50 you won't pay more for 
UPS Ground or US Mail shipping than your local sales tax. 


5. If you buy over $200 worth of games you'll recieve 
up to a 20% discount, free shipping & a free Ultimate Hint 
Book. 

6. If you order over $500 worth of games you'll 
recieve up to a 30% discount. 

7. If you don't recieve your game in 30 days you have 
the right to cancel your order and get a prompt refund. 

8. We sell only authorized licensed legal products. 

9. Our Mega Drive adapter converts Mega Drive 
games to play on Genesis for only $29.99. Our PC Engine 
converter lets you play PC Engine games on your Turbo 
Grafx for only $69.99. And both are guaranteed for life! 


Call 1-900-TIP-LINE 
For the latest Hints, Tips, Strategies, Passcodes, a Free 
Membership, New Games, New Release Dates and more 
information to make your gaming experience complete! 


4. New Turbo Grafx Games only $29.99. Choose: 

China Warrior, Crater Maze, JJ & Jeff, Vigilante, Fantasy 
Zone, Deep Blue, Takin it to the Hoop. 
5. Buy 4 new PC Engine games & get the PC Converter 
free! 
6. Buy 2 Mega Drive games & get the Mega Adapter free! 
7. Buy 1 new Genesis games & get the Ultimate Hint Book 
free! 
8. Buy 2 new Nintendo games & get the Ultimate Hint Book 
free! 
9. Buy 4 Super Famicom games get one free! 
10. Super Famicom only $199.99 when you buy 10 Super 
Famicom Games. 
11. Super Grafx only $199.99 when you buy 5 Super Grafx 
games. 
12. Buy 5 new Japanese CD games & get one free. 
13. Genesis Systems for only $149.99] 
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right to resume opera- 
tions, and remember to 


check the plug while |) | i an... 
| | at Investor 

you're there.  , | Bes! Financeer 
In later rounds, itis |) |) Mozul 


necessary to get up and 2 Tycoon 
down the BEAST in a|@ Ue : 
hurry. Experiment with 
different ways to climb 
the machine. In emergen- 
cy situations, remember 
to use the balloons and 
umbrellas to move 
around quickly. 

—Frank Tetro, Jr. 


Robbing Your Way to 
Success in 


Railroad Tycoon 


_MICROPROSE 
‘Versions: IBM PC, Macintosh 


In Railroad Tycoon, a single player cre- 
ates a railroad empire in one of 
four areas: Eastern United States, 
Western United States, England or 
Europe. The gamer manages the 
finances and day-to-day opera- 
tions of the business while com- 
peting with up to three computer- 
controlled railroads. : 

Starting with $1 million (or 
pounds, depending on the rail- 
road's geographic location), a rail- 
road must be created and run effi- 
ciently in order to survive. That’s 
certainly one way to ride the rails, but 
there is another: a lazy player might pre- 
fer to become a robber baron, plundering 
other railroads for profit and pleasure. 

The best place to become a robber 
baron is in the Western United States. In 
this area, the government subsidizes the 
bond prices so interest rates are lower |e a 
than anywhere else. In the West, interest 
rates rise with every two bonds bought; ji = 
elsewhere rates rise with every single at 
bond bought. Lower interest rates make it === 
possible to raise more money to buy 
other railroad stocks. 

At the start of the game, lay track 
between two cities to create some income. 
Start a passenger and mail service and, if 
possible, a freight route. This tiny railroad 
will provide a small income, but, more 
important, | it speeds up the entrance of 
the computer players into the game. 


116 


As compu-players join in, let 
them develop their railroads and 
deplete their cash while their 
stocks rise. The best time to take 
Over a railroad is when the rail- 
road cannot buy 50% of its own 
stock with its cash on hand, plus 
$500,000 (the value of one bond). 

The first takeover will most 
likely be financed with bonds. 
Don't sell bonds indiscriminately 
because every transaction costs 
$5,000, not to mention the interest 
payments charged each year. 
Make sure that it is possible to 

take over a railroad before selling 
the bonds. Calculate the total 
amount of money needed, and 
remember that stock prices rise 
10% for every 10,000 shares 
bought (round your 10% up and 
round the computer's down). 

The key to takeovers is to 
prevent the computer player 
from making more than one 
financial decision (buy stock or 
sell bonds) between your pur- 
chases. Change the game speed 
to slow so that time does not acci- 
dentally pass. Buy stocks, then as 
soon as the financial-summaries 
window disappears, call the bro- 
ker again to buy more stocks. 

If for some reason your rail- 
road needs attention, freeze the 
game. Otherwise a tender offer 
will have to be made in order to 
take over the railroad. This is 
much more expensive than buy- 
ing stock. Call the broker repeat- 

edly until the railroad is bought. The new 
railroad is then ready to be plundered. To 
generate quick cash, take money from 
the new railroad until it is unable to pur- 
chase its own stock at 10% below current 
price. At this point, lose control of the 
railroad (i.e., sell all stock above 50% 
ownership), and then call the broker. 
Regain control of the railroad, and take 
the money it has raised (from a bond). 
Continue this process until the railroad 
stops selling bonds. 

Next, drain the railroad of its money, 
then start selling its stock. The key to 
quick high profits is to take over, drain 
and sell the railroad before the end of the 
fiscal period, causing its stock to plum- 

met. When you've finished, you’ll have a 
bank full of dollars—and have gained the 
“honor” of becoming a real robber baron. 

—John Schnyder 
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# QUANTUM GAMING 
(803) 658-7016 
P.O. BOX 340 @ JEFFERSON, SC 29718 


Make Tracks... 


... to your nearest mailbox and 
send for the latest copy of the 
free Consumer Information 
Catalog. It lists about 200 free 


Our prices NEVER change! No club to 
join! We sell Japanese games $20-$30 
lower than anyone else—Most Japanese 
games only $50! Order by phone and 
we'll deduct $1.50! 


MEGA DRIVE ...... 145.00 
GALAXY FORCE .. 52.00 
HEAVY UNIT asencs. 
ZERO WING j.ccsiove 
SUPER FAMICOM . 


or low-cost government 
publications. Just send your 
name and address to: 


Consumer Information Center 
Department MT 
Pueblo, Colorado 81009 


US. General Services Administration. 


SHUTTLE SYSTEM .. 140.00 
ARMED PF cassswsspeass 
BLUE BLINK. sxcaseee 
DIGITAL CHAMP ... 50.00 
SUPER GRAFX ..... 280.00 


300.00 
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TurboGrafx 16 


We Sell Used/We Buy We Sell Used/We Buy 


and Comics of all kinds 


SS eee LDrreSs=‘ ae” 


Aeroblaster 34.95/18.00 Magical Dinosaur 
Alien Crush 24.95/10.00 Tour (CD) 24.95/ 10.00 | ) 
Battle Royale 34.95/18.00 Microbox 24.95/10.00 Receive a $10 Bonus when you sell back 5 or more Genesis cartridges 
Blazing Lazers 29.95/15.00 Military Madness 34.95/18.00 e # 
Bloody Wolf 29.95/15.00 Monster Lair (CD) 24.95/10.00 seeacaiainads. We Sell Used/We Buy Mega Drive System w/2 Games 
Bomberman 29.95/15.00 Moto Roader 24.95/10.00 Abrams Moonwalker 24.95/ 10.00 7 , 
Bonk’s Adventure 24.95/10.00 Murder Club (CD) 29.95/15.00 Battle Tank 34.95/18.00 MUSHA 29.95/ 15.00 209.99 
Bonk's Revenge 34.95/18.00 Neutopia 34.95/18.00 Air Buster 34.95/18.00 Mystic Defender — 24.95/ 10.00 ~ FFF 
Boxyboy 19.95/7.00 Ninja Spirit 29.95/15.00 _— Air Diver 24.95/10.00 Pat Riley Seiun Te ee ee 14 Ci: 
Bravoman 29.95/15.00 Ordyne 29.95/15.00 Alex Kidd 24.95/10.00 Basketball 24.95/10.00 Super Famicom System we Watint: 
Camp Califomia 29.95/15.00 Pac Land 24.95/10.00 Amold Palmer Golf 29.95/15.00 PGA Tour 37.95/20.00 200 OO 
Chew Man Fu 29.95/15.00 Power Golf 24.95/10.00  AmowFlash —.29.95/15.00 Phantasy Star ll 29.95/15.00 IGI GY 
China Warrior —-24.95/10.00 Psychosis 24.95/ 10.00 elon Robo Kid Ppechone oo wi oii er 
Cratermaze 24.95/10.00 RType 34.95/ 18.00 n 10S ’ ; 
Cyber Core 29.95/15.00 Shanghai 29.95/15.00 Battle Squadron 29.95/15.00 + Populous 29.95/ 15.00 5951 RIVERSIDE D ’ 
Deep Blue 24.95/10.00 Sherlock “ne Run 29.95/ 15.00 joie e 3 yates CA 91710 ¢ U.S.A. 
Devil's Crush 34.95/18.00  Holmes(CD) —.29.95/ 15.00 okan 24.95/10.00 }_ 34.95/ 18.00 2 " 
Double Dungeons 24.95/10.00 Side Arms 24.95/ 10.00 Buster Douglas Revenge of Shinobi 24.95/10.00 714/590-7701 © FAX: 71 4/590 7701 
Dragon Spint 24.95/10.00 Sinistron 29.95/ 15.00 Boxing . 29.95/15.00 Shadow Blaster  24.95/10.00 
Dragon's Curse 24.95/10.00 Sonic Spike 29.95/15.00 Castle of Illusion 37.95/20.00 Shadow Dancer 29.95/ 15.00 CIRCLE #140 ON READER SERVICE CARD. 
Drop Off 24.95/10.00 Space Harrier 29.95/15.00 Columns 24.95/10.00 Shove tt 19.95/7.00 
Dungeon Explorer 24.95/10.00 Super Star Soldier 29.95/ 15.00 Crack Down 29.95/15.00 Soccer 24.95/ 10.00 
Fantasy Zone 24.95/10.00 Splatterhouse 29.95/15.00 Cyberball 29.95/15.00 Sonic Hedgehog 37.95/20.00 
Fighting Super Volleyball 24.95/10.00 eu racy ae ba — — es cay tis 
Street (CD 24.95/10.00 7alespin 34.95/ 18.00 y 95/10. ace Inva 95/15. 
Final os Twin 2495/1000 Takinit E Swat 29,95/ 15.00 oe . 37.95/20.00 DIRECT 
Final Zone Il (CD) 24.95/10.00 tothe Hoop 19.95/7.00 antasia — ! r Hang On ; ‘ 
Galaga ‘90 24.95/10.00 Tiger Road 34.95/18.00 Fatal Labyrinth = 29.95/15.00 Super Hydlide 24.95/10.00 DISTRIBUTORS 
Gunboat 29.95/15.00 Timeball 34.95/18.00 Final Zone 24.95/10.00 Super Monaco GP 24.95/10.00 
/mpossimole 29.95/15.00 Tricky Kick 29.95/15.00 Fire Shark 24.95/10.00 Super 1-203-395-0851 
it Came from TV Sports Flicky 19.95/7.00 ThunderBlade  24.95/10.00 
the Desert(CD) 34.95/18.00 Basketball 29.95/15.00 Forgotten Worlds 24.95/10.00 Super Volleyball 24.95/ 10.00 -NEW GAMES AT DIRECT PRICES! 
Jack Nicklaus TV Sports Football 29.95/ 15.00 Gaiares 37.95/20.00 Sword of Sodan 29.95/ 15.00 -USED GAMES AT BELOW COST! 
Turbo Golf 29.95/15.00 7V Sports Hockey 34.95/18.00 Gain Ground 29.95/15.00 Sword of -_ 
Jack Nicklaus Valis Il (CD) 29.95/ 15.00 Cail Axe epee B dhan coo eee -WE BEAT ANY PRICE ON ANY ITEM! 
Turbo Golf (CD) 34.95/18.00 Veigues Tactical ranada arget Ea : 3 
JJ and Jet 24,95/10.00 Gladiator 34.95/18.00 Hard Drivin 29.95/ 15.00 Technocop 29.95/15.00 WE SELL TO VIDEO STORES, 
King of Casino 24.95/10.00 Victory Run 19.95/7.00 a eat ae ht ae Seb 4 eee TOY STORES, MINI-MARTS, 
Klax 24.95/10.00 Vigilante 24.95/ 10.00 0g Zwei : i under Force ‘ : 
Last Alert (CD)  24.95/10.00 World Class insector X 29.95/15.00 Tommy Lasorda MOM & POP STORES, AND 
Legendary Axe  24.95/10.00 _ Baseball 24.95/ 10.00 —. 7 ae Rar ‘ pe OTHER BUSINESSES ONLY! 
Axe |l 34.95/18. World Court ames Po t : rampoline Terror 24. 
cou a Ser Tennis 24.95/10.00 Joe Montana F/B 29.95/15.00 Truxton 24.95/10.00 -WE STOCK ALMOST EVERY VIDEO 
John Madden F/B 34.95/18.00 Valis Ill 37.95/20.00 GAME, SYSTEM, AND 


si Ys Book 1 & 2 (CD) 29.95/ 15.00 
Seo) Sa SS Junction 24.95/10.00 Wamorof Rome  34.95/18.00 


Coll for | Klax 24.95/10.00 Whip Rush 24.95/10.00 ACCESSORY MADE! 
Lakers vs. Celtics 34.95/18.00 Wings of W: 34.95/ 18.00 
| Latest | Last Battle 19.95/7.00 Zany Goll  34.95/10.00 -BUY 1 TO 1,000 FROM OUR FULL 
aTes Midnight Resistance34.95/18.00 Zoom 19.95/7.00 COLOR CATALOG. SORRY NO 
| Lynx Titles | SALES TO THE GENERAL PUBLIC 


-WE ALWAYS GET THE 
BEST GAMES FIRST! 


A. 


ATARI 


ENTERTAINMENT 


LYNX 


SEGA 
GENESIS 


Titles in /TAL/CS are newer and may or may not be available, please 
call for availability. All Used Genesis/TurboGrafx 16 Cartridges must 
include box and instructions/hint books. All Used Cartridges have a 
90 DAY WARRANTY and are subject to availability. Although prices 
are subject to change without notice, most prices in this ad will be 
effective August 1-31, 1991. If we do not receive your cartridges by the 
above date, you will be paid from our current price list. We reserve the 
right to refuse any sale or purchase. Allow 21 working days for 
personal checks to clear, send money order for faster processing. Due 
to the nature of game cartridges, we are unable to give refunds. For 
shipping, add $5.00 for the first cartridge and $.50 for each additional. 
Alaska/ Hawaii $10.00 min. Calif Res add 6.5% tax. If you are unclear 
about any of our policies, procedures or prices, please call. 


To sell back your cartridges, 
please follow these instructions: 


1. YouDO NOT NEED to call or obtain authorization 
before sending in your cartridges. 


2. Pack your cartridges carefully. Include your Name, Complete 
Address, and Phone Number on a piece of paper inside 
the box with your cartridges. 

3. Send your cartridges via U.P.S. or Registered U.S. Mail to the 
address below. To receive the prices in this ad, you must 
include the "Dept #" from below on the outside of your box. 


Don't wait weeks or months for payment for your cartridges, 
receive payment or other cartridges FAST from BRE Software. 
— oS ae i. 1x :|[UCSCS:::C*~C<;<;<S Ok 
| FREE Price List = 
Please send me a FREE Price List VG | 
lee ————CCiC*# i 
R 
roc | 


| 
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___/se@a\___ 
(GENESIS) 


Send your Cartridges/ Orders to: 


BRE software 


Dept. VG8 
352 W. Bedford, Suite 104 


Fresno, CA 93711 


Credit Card Orders: (209) 438-4263 
24 Hr Recorded Info Line: (209) 432-2644 


SEGA 


IF WE DON’T HAVE IT- 
THEY DON’Y MAKE IT!!! 


| Address 


p City State Zip 
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AVAILABLE 
EARLY 
SEPTEMBER 


199 1 


S-MEGABIT 
MEMORY 
FOR ONE PLAYER 


A.D.2090 
The world is attacked by aliens from outer apace. 
The world has united forces which fight back 
fiercely. Top world scientists have analyzed 
wreckage of enemy planes shot down, and created 
a supersonic fighter bomb called “Raiden”. 


However, since these aircrafts are so technically 
sophisticated, there is only one pilot in the 


See eee feed Contin uously dominatin g 


The Raiden is just about to take off, and the 


ui sieron nda a et No-I popularity long 


after debut at arcades! 


8@¢ci Sie 1ST UNIT 
? 


LICENSED BY SEGA ENTERPRISES LTD. 
FOR PLAY ON THE SEGA GENESIS SYSTEM 


3F MURAKAMI BLD. $10. W15. ‘CHUO-KU, 


he 388 Ng STREET SUITE-500_ 
_ SAPPORO, HOKKAIDO, 064 JAPAN TEL(011)561-1370 CIRCLE #143 ON READER SERVICE CARD. SAN FRANCISCO, CA94111 TEL (4192963883 
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Pen 


Don’t trash an arcade to get your own High Speed pinball game. Just 
grab our new home video version. It’s got all the action of the real thing. 
And you diehards can even win a bonus round. Only be careful. You might 
tilt. Hey, maybe you're soooo good you need the world’s most played pinball 


game at home. Break into High Speed. | | — ‘ 
9 TRADEWEST izi= 


E CARD. 


> 
np 


HI1AA ON READ Vi 


Your Game Boy 
er Been Be 


t 
i 
} 
é 
‘ 
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i 
Vs 
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We're talking about Dimension F—where hundreds-of-thousands of 
Crystal Quest gamers around the world have spent millions of gal 
ome erystals and blasting nasties. Ask any one of them and, ” 

\ they'll tell you straight-up: You can’t take your hands off of this - 
nerve-iacking chase. through 99 levels of non-stop game action: He 


Sure, it starts out quick and « easy—your grandma can a hit’ 
~ Level 3. Your kid-sister, Level 16. But then it happens...your *. eee 


~ Zoomin’ around the screen totally out-o entrol...nasties, See 
~ everywhere—there’s 12 different kinds protecting the crystals.;.” ee 


3 a Biisitized sound effects have your Game Boy j jammin "like youmnever 
o Phew i it could...and-all of a sudden...you’ re. toast. na te Soak ee ONS 


. * 


So take a deep breath—and make sure your Game Boy's § ee frah 


- batteries—before you launch your own Crystal ee Bae, Sales a ; : 


Dita Fast USA, Inc., 1850 Little Orchard Street. San Jose. CA” 9512 (408) 286707 ae: Ta es = 


* 
> 
putt 


Nintendo, Game Boy and the Official Seals are trademarks of Nintendo of America Inc. e 4989 Nintendo of Americx Inc) ©and ‘pe jos= = : >i 
et & Greene, Inc. All rights reserved. Manufactured under license by Data East Itic. Progsam: ©. ike Data kast USA, Ine. ES ee 


: es 
‘ ¢ > . ie 
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